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CHRISTMAS DWARF COVER 


By Wayne England, 


GAMES WORKSHOP NEWS 


What's going on at Games Workshop. 


TROOP TRANSPORT 


Paul Sewyer (aka Fat bloke) gets his hands on the new figure case. LssttGhancers ine Dimetor=s Gat 


FANATIC PRESS SPECIAL 30 BATTLE TANKS 


The Citadel Journal, Firepower, and Gang War. Nick Davis takes a look at all things armored. 


US. GRAND TOURNAMENTS 2000 34 B_CATACHAN DEVILS. 


The when, where, and how of the U.S. Grand Tournaments for 2000. Gordon Davidson and Lonnie Mullins show us how ta quick 


GAMES WORKSHOP STORES 54M CONQUEROR OF DARKNESS 


Find out what's happening at your local Games Workshop store, Lord Solar Macharius — the Imperium's greatest ever Gener 


CW WORLD STAFF TOURNAMENT 58 LAST CHANCERS - THE DEADLY MISSION 


Take a look at the North American finalists, The Last Chancers on their most suicidal mission yet. 


MORDHEIM STAFF LEAGUE MADNESS!) lt seer gree 


Need some ideas for fun Mordheim scenarios? Check tis Out 
GLORIOUS BATTLES OF THE 
MAIL ORDER IMPERIAL GUARD - PART TWO 


All the new relaases and same fantastic 
Gavin Thorpe reopens the Historical Liber and takes 3 look | 
"Hols Reve gon store for you thie mort the Gadian and Tear imperial Guard regiments 
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LA7A DELI ARARA 


City of he Samnd 


Gear pe! Gear pe! 
Town Cryer 


pubtis8e® wicBin 
Sigmar be praised. the Witch 
Husters are here to cleanse 
our city! The mad berserkers 
Middcnbicim stake 


RTIES 98 
eee claim and we look at the 
strange happenings that 


have plagued our streets. 


GAMES WORKSHOP NEWS - GAMES WORKSHOP NEWS - 


Mongoose 
is on the Loose! 


Hhe roll call keeps on g 
er member of the Nori American White Dwart 
team enters the fray. Rick “Mongoose” Smith has 


owing as this month anoth 


d to throw caution to the wind and enter the 

of the US Studio where he will be subjecicd ( 
vast array of horrible tasks and odd jobs sure to send 
hivers down the spine of any normal man, But as we 


have quickly discovered, this “Mongoose” is not a 


You may remembe 
the Beginning” Battlefleet Gothic planet how-to, and 
the Warhammer 40,000 battle report in the 1999 
Citadel Miniatures Complete Catalog. Now he's 
permanent member of our staff and we're eps 

big things from him, or else! 


Rick from such articles as the “In 


uch as 1 usually h 


td if 1 dda 
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decade for that matter) So let's get to it! 
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GAMES WORKSHOP NEWS - GAMES, WOR EWS ; 


The Awful Truth about the 


DARK ELDAR 


WBF sichttnter Werbond Gon cy wack dn lh f 
Nin Moret, A : 
ma ee oA Opler Hes Nisei le 


Sigmarite Sister Superior 
+ vite Sister Hem per Blister) F 


Mocdbel Witeh Hunter Warband $45.00 $30.49 H 
(Boxed Set of 8 Witch Hunters) hig 

‘S801C Bertha Hestraufung liddenbeimer Champion 1 
Mocs Speed Charney DN , 
helm Warlock oO Middenbet ( 
‘Mordhcim Special Character pr liste) } 

: ‘Slamarite Matriarch suo Witch Ht 7 

(1 Slemarite Sister Hero per Bier) 


Col. Schaeffer's group ix ready to 
rake on the universe to keep their fy) 


skins intact! ae 


WARHAMMER 


40,000 
OCTOBER/NOVEMBER RELEASES 


80326 Imperial Guard 
3 Tank ¢ 

T the Guard releases are th 80398 Lord Solar Macharius $15.00, $1249 

} new Imperial Guard Tank Crews. Three different figures tha | 1 Imperial Guard Character per Blister) 


FRO THE di) BLACK LIBRARY 


‘WAKHANINTER MONTHLY 25 Only $4.25 COM, $2.95 US, out December 


The action comes thick and fast this month with four absolute great stores from Warhammer 

‘Monthy In Boodguest, Captain Leonatos faces his toughest challenge yet as be comes face-totace 
wth a foul abomination, renegade Space Marine and devout worshipper of Khorne. There's the | 
fourth and fina episode of Kal Jerco ~The Motherode. As hive quakes bepin to tear the underhive 

apart, Kal Jeico and Scabbs are forced to run fort, but ev gang leader and crime lord Lug has. 
‘one last dirty trek to play. Lost for days in the Cursed Marshes, Malus Darkblade finaly comes 
face-to-face with Balnth Bale, A bloody bate ensues in which nether side can win, because no 
‘ne has ever escaped from the Marshes of Dedreka. Finally in Titan, Hekate leads Imperius 
Dictatio against the might of the Tyranid horde. inthe ensuing bate he comes un against a 
Hierodule ~as big asa Titan, twice as fast and carrying almost as much firepower as Ditatio. 


itself, Mokate and the crew are tested tothe full against this mighty beast age 
SLOODQUEST + DARKBLADE » HAL JERICO + TITAI 


SPACE WOLF Only $10.00 CON, $6.95 US, out December 


Ie planet ot Fenris 1a death world, a world of fire and ce where only the strongest, braves, a 
fiercest survive. It is home to barbarous warrior tribes who eke out an existence, battling vicious 
sea monsters and surviving the apocalyptic climate changes. It is also the home word of the 
‘Space Wolves the most savage ofthe Emperor's Space Marines. Each and every Soace Wolves 
Space Marine is bor of this hostile world; for them, there ae few places inthe universe thal 


told any terror. Space Wolf begins the saga of Ragnar of Fenris, a young warrior whose destiny 
ies amongst the far-distant, war-ravaged stars ofthe galaxy 


‘ALSO AVAILABLE: First & Only, Trolislayer, Skavenslayer, 
Daemonsiayer, Into the Maeistrom, and Eye of Terror 


Only $16.00 CON, $12.95 US 


‘Seri the sew wil Us tabuious Games Worksop calendar 
Printed tothe highest standards the calendar contains some of our finest 
pieces of artwork from the last yar, pls a few classics dug up from the 
Games Workshop art archives. The artists include David Gallagher, Get 
Taylor, Key Walker, Richard Woght, and many more 


The Games Workshop calendar doesn't just look good either, i's 

‘ackod full of useful dates and holidays from around the world, not 

To mention epecial days from tho worlds of Warhammer and ° 
‘Warhammer 40,000. Make sure you don't miss out on this fantastic 

‘celebration of Games Workshop artwork 


THAN OHAPHIG HOUEL Only $15.00 CON, $7.95 US, Out now 5 


This fantastic graphic novel contains the entire first series of Titan. Written by Dan 
‘Aunett and superbly ilustrated by Anthony Willams and Andy Lanning, Titan tells 
me Tale of te Mighry Wano’a ‘an, Imperus Lic and Rs crew. When 
| Dictatio's ageing Princeps dies in the heat of batt, it falls to Cadet Princeps 


Erwin Hekate to take control ofthe towering machinery of destruction to save it 
and its crew trom certain death Lintortunatly. cornmanding more than 100 
foot of kiling machine involves more than siting in the command chai, and 
ones Hekate Takes over, he and the Titan's mind are fused forever. Hekate 
‘must learn to command a machine with enough power to level a city with his 
. ‘ine aon. 


; POPHIG NOULLS + GRAPHIC NOVELS + GRAPHIC NOVELS 


Kae 
a |: OOHOUEST OROPHLC HOUFL Only $1.00 CDM, $8.95 US, Out now p 


It you've been reading al about Captain Leonatos's adventure in Warhammer Monthly 

then the great news forall loodquest fans is you can now et the entire first series of 
Dloodguest collected together inthis superb graphic nore, Willen by Gordon Rene 
and illustrated by Colin Mactill. Blooéquest isthe epic saga of Captain Leoratos. 

Exiled from the Blood Angels, he and his loyal battle brothers quest for the lat 

Blade Encarmine so they can redeem themselves and return to their Chapter. la 

addition, the Bloodquest graphic novel includes some extras that even the most 
vigilant Blood Angels Space Marines may have missad: there's the prelude 
episode from Inferno! and Red Secret, the blood-soaked story of Bi 
Sergeant Cloten, 


‘CMOPING HOUELS © GRAPHIC NOVELS * GRAPHIC NOVELS 


Sica DAEMOMIFUGE 


Seg 2 comme soon Daemonitug phic novel 


Many comic fans wil be pleased to learn that a Oaemonifuge graphic novel 
is current in production atthe Black Library. This incredible epic tale ot 
2 lan Sitor of Rattles fight aainet the torres of Chaos took the Games 
Workshop world by storm last year. Kev Walker's artwork was simply 
stnsational and the graphic nove vil be a great opportunity to et i all 
A. collected together in ae volume. 


LOOK OUT FOR THE Sete FEATURE MN THE NEXT WHITE DWARF 


BRINGING OUR WORLDS TO |\F¢: 


WARH AMMER 


49,909 


d the most characterft 
Last Chancers are a special unit 


The Last Chancers can be used as a lat Imperiat Guard arm; 
this month's Chapter Approved, you ‘on their own! This 


called the Last Chancerst Check out 1 ite report which pits Colonel Sci \d his men against @ 1,000 
point force of Chaos Space Marines; ‘men and women cannot win ay Impossible odds. Check 
Ut the battle repurt tu find gutt 


CRIME: Refused a direct order 
to lead his men on a 
pointless and suicidal 


CRIME: Killing three off- 
duty officers with his bare 
hands in a drunken brawl. 


c jeads the 
Last Chancera into battle, 
personally ensuring that each 
mission is successful. 


drinks cabinet 


OLITION 


rial murder of over 
twenty civilians on Lector 
Prime over a five year 
period. 


| Pare 


ckams: Hacking into tne 
Regimental accounts system and 
changing his pay-code. 


poy at 


= ¥ 


Colonel Schaeffer and the Last Chancers find themselves up against impossible odds yet again. 


CRIM: Want ANOL.. raanca 
unconfirmed, but suspected to 
be related to the 
assassination of Chief 
Arbitrator Abraxtes 


Sa R 


CRIME: Murdering a fellow 
© master-sergeant for 
mknown reasons. 


CRIME: Membership of a 


banned organization (ref; 
Artemis sub-cult) 


. “WARRIOR 


CRIME: See oub-file 84 beta, 


WARHAMMER 
40,000 


ELDAR Gl GUARDIANS 


Designed by Jes Goodwin and Mike laid 


SPACE MARINE TACTICAL SQUAD 
10 Plastic Me 


Designed by Jes Goodwin 


KHORNE BERZERKERS 
12 Plastic Models 


Designed by Dave Andrews 


=) 


The multi-part plastic miniatures in 
Battle Squad boxed scts are an 
excellent ‘way to collect the core 
troops of your army at a great price. 


CATACHAN JUNGLE FIGHTERS 
20 Plastic Models 


Designed by Michael Perry and Alan Perry 


Designed by Brian Nelson 


WARHAMMER 40,000 BATTLE SQUADS \ 7 
$30.00 CDN $22.99US 


Greetings Joyal citizens and welcome 10 tts montm’s Chapter Approved. Venerable scrivener Jonson has been Nard 
at work archiving the records of the Imperium’s penal colonies. From these he has uncovered documents concerning 
Colonel Schaetter, a resplendent example to us all, who has led hundreds of undeserving criminals and convicts into 
the Emperor's light. By putting these miscreants’ talents to good use he has overcome impossible odds time and again 
while simultaneously giving each of these lost souls the opportunity to attain forgiveness in the Emperor's eyes. 


By Jervis Johnson 


Tho Last Chancers are the Warhammer 

(000 equivalent of the Dirty Dozen 
from the famous World War Il book and 
film of the same name. They first 
‘gpgyeruu In te Second GOON IMpenal 
Guard Codex as a special type of 
Imperial Guard unit, and | was 
keep them in the Codex for the current 
that | had with the second’ edition 
jorsion of the Last Chancers was that 
they were basically all he same. Now, if 


iS Mumerous sequels and 
ations}, you'll Know. that every 
member of the unit was different, and 


ilies. Indeed it was these special 
skils that got them into the unit in the 
first place Anyway, | wanted to reflect 
and so what did was to come up 
ih a different name, special rule. an: 
set of wargear for each member of th 
T kept the names fairly gono 
@ ike nickname: man anyining 
cise, on the basis that although 
.ccording to the background it was rare 
for a Last Changer lig survive even ane 
mission, | was prefly sure they'd be 
replaced by someone with more or less 
the same skills 


Well that was the idea Uniortsnately 
the rules | came up with, while being 
characterful and interesting, were a 


nightmare to actualy uso in a gam as 
Mhgy forced you 10 Koop Wack of 
dozen special characiors ‘each with 
their own special rules, While using 
fin impona® cuard-arriy"at the sane 
Hime. ’This “was just too much 
information to’ Ke@p Wack of (wel. 
me at least), 30 | decided with some 
Togret toot toe Gaaame My soto 
was fo Keep the names and ec 

but take out the vast ull tho & 
‘ules 1d come up with, The result can 
Cortound in Coda imperial Gusta, ana 
aliows you 10, incorporate tho. Last 
Grance’s very easily fe your Imperial 
Guard aemy. 


However. | felt it Was a shame that the 
more detailed. version of.tho Last 
Chancors would never seaithe light of 
day... or at least b did until Andy 
Chambers suggested thal pernaps the 
Last Chancers could be an army or 
their own, Andy's idea was simple: let 
players use all of the special rules I 
Cone ap wit, GUL only Hhtey ayree to 
lise ‘an army that consisted of only the 


Last Chancers and nothing else 
mstances |t would b 
al with all of the La 


cial rules, and w 
more it was very true to the original 
inspiration for the unit, as the whol 
the unit had to carry out ts mission on 
is own 


WHAT’S CHAPTER 
APPROVED ALL 
ABOUT? 


Each month Chapter 
takes a took 

roducing sitter 
weapons, rules, and 
enirles of ‘all types, trequently 
Stolen trom Codexes. in progress 
hore at the studio. t also Actas a 
forum for dedicated players of 
Warhammer 40,000. eho have 
produced inspired, well thought out 
ihe game (os arbitrted by that wel 
known model of fairness and 
Batance me). you've got 
Something good for Cha 
Rpproved then write fo meat the 
address given here 


Approved 


Andy Chambers 
(Chapter Approved), 
Games Workshop, 
Willow Lane. Lenton, 
Nottingham, 
NG7 2WS, UK 


Note: Please don’t include rules 
“/queries etc, with your letters. as the 
‘volume of mall (and the fact that I'm 

pimeans inmost cases ¥ wont 


lary) 
bbe able to send individual replies. 


QUAPTER ADPROVED 


he itrioe of the pron shatle was 
loamy, the only light comag throogh 
1 weak daft leon 4 window-alit above the 
fpremure door The Beavy breathing of mee 
te deep sleep wis the voby soaad to be 
heard. wath the odd sulle oe abtired 
cane as on¢ of other of the somnokeet 
prnoners relied some Lasulir aightmare 


A fate of chains sad the clump of Wry 
Hoes ge the metal berding ramp somaded 
hom outde, but i. their exbsastion nit 
come of the men inside sired. ‘Thepremure 
door hosed open. arava light blanng 
toi chive the shows into the catier of 
the shutle's'bigh ceaing Blinking 
stresching and groaning tby prnomers 
reypoeded to tho saweloume wakenmy 
Jang silhouette shuffled lopidedly vp the 
rump to stand ae the eatance. te sable 
tame Nocking oot most of the lhe 
Hey chasing ftom the n't wists 
id ankles comnerted. to «spiked wet 
colle around hissseck, His mad yer 


“Two of the prison guards appeated behind 
the poder. sod showed hi forward. The 
od «ow. sepe and then ripped 
rey rim, alling bead ot down 
to the mesh decking. He as immedutely 
back 0 hin fect growling and sicling 
trons the lather ppg between his. seth 
He took 4 sep forward and the gerd, 
reacted smmedutely, their supprsioa uals 
luthing ost, teodng shockwaves-af power 
scrote brwc's body. Atier sever 
seconds the tan slmped to his hnces apd 
the stom ol Blows stopped 
Timpcrors teth, tht ywy’ 26 sail! 
someone hissed. 


No lking’ barked Colonel Schitfler ws he 
strode yp the rump snd sod 2t the edge 
fof the doorwiy,huads behind hie buck 
clap» sagyct stick He turned for 
‘moment and sun something te 4 man beside 
‘ham wih heavily scared Lace and neck 
"The mar nodded sed thes dinppeated down 
the camp, Schucfcr tarncd hin ates 

Tuck 40 the prneers 

“Tike ol the shackles’ he ordered the 
quedo gaze (ning ow the man on 

the grouad 


1 da not repeat onder” the Clone veld 
tency, he sare will levelled atthe bal 
couschow.figure ob the deck-The 

vtho hd spoken hurried forward while the 


Pillay « tn ciel Fy ie belt thee 
Irat Oat the siets on the yackles and 
they dropped 10 the floor with + heary 


poshed hyn ta Is eet His hair win 
ted with sweat every mascle i his 
body reatching with samitord teas, sad 
1 he tuned stowed, Bes eyer Fell pom the 
veh With 4 rat: be Ievochedhimelf 
Schacter. his age Band csteched to 
fb the Colones vont /The guar frore 
crc: but ithe’ prison ged 
towitds Schactiée the Colosdl stepped tuck 
sod brought hit hind gp sharply. The bee! 
1 fs ind smashed tothe bridge of is 
stickers won. splashing bloodacross the 
Colonel's heavy Areas coat. The man craked 
tm the dick We Forehand hranting olf the 
tip of Schacter hiyhly poled kt 
oot Rolling over and sitting up. the 
frisoner shook hin head, and thea pushed 
Biel sway from Schacter with dazed 
word hs 


Welcome to the fest of your sh 
falled oat Nkhuch, the woman the of 
{alled "Rocket-Gal” Gram laghter fl 
fet comment, which stopped sbroptly 
Goload snipped the swagyer stick in ball 
sith a bond crck 


You sre allo hall water rations today. fr 
Bat Be told thea. stepping forward nt 
the cell ielf snd thong the splintered 
peces of the wagger stick outeede The 
elect poke Sastry lieghing 


The sewcomer was coming 10 his see 
ence more Wiping blood {com his sos 
frth she back of his hand, he looked 


red the sorte cell a i raking whe 


sows al theyre Nook 


“Where the fap aor 17 he asked slowly 
fetta? to he mon na vealed allie 

eit ceuching next 0 him. Everyone 
Drstge w'Sckatie, trying to gouge be 

inde wpavtines te was merly sal, sal 
Sonisints be win downright mem 


“Go stead Green tell bint the Calon 
replied to thir qotivoaity looks. his lice 
totally wnresdable 


Yerive jst es voluaterted Yat the Last 
the mun the others bad 

uiedutely duc ‘Hers explined dryly 
For your ermer sain the Emperor sad 
aininy, you will spead yout le io ths, 
che XIII Peaal Legion. vot atch time at 
yoo testive the Emperors Absolution from 
fae Colonel or trom the Emperor hum 
And at. courethe Sly wey you 4 
receiee the Emperor’ personal abolition is 
shee you're dev 


That's what you sf told when you 
tohintcer” rowed Schacler He stalked 
wer aad ent down towards the scwrat 
tare "Yo'te all here. bedone 
tors to Mibkind and the 
nal Emperor. Yoo sre bere beawse 


protect his donut 


minded cade You hive saciied 
YoU" pact im scoring the fatuee of the 
whole of humusity for your ows self 

win To ill you would be 10 cept that 
Yow cin longer sve your immortal soak. If 
ye were to bea 

ee 

{inst yoo when Jhe deeds of your life ae 

‘weighed op by his "Almighty Presence The 
is why I give you 2 lat chic 40 prove 
ourselves worthy of the Emperors 
ryprenes Tha is why you are here = 

save yourselves ftom cterml dumasion| 


He twreed sway for 4 moment taking tw 
steps towoide the door belore ‘hiring oe 
his heel His eyes Mashed. dingeoeay, bis 
tmosth set in grimace of diget 


You will stone for your sis 
you die you wall thank 

you tol he snared, in eyes sweeping strons 
1M of the yathered_prioners 


"You the Colowel isd, pointing: tovie 
the kicpomanie Fagen’ Vigin "Why ite 


yor her 


Clie fines tp Sats we egos 
replied teaitively 


Na’ whispered Schacler, shaking his head 
howl. her hinds ighicning. nt 

tochand ths Bick "You are all here, Beause 

you are scum. Byt you are the Emperor's 
com. Yor: hare skis that are sefel 12 ov 
Immortl Lord and whether yOu wih it oF 
tot. they will be made use of 


Wath » lat comtemptuows Jook. the Caloeel 
tained snd euchcd des the rome 
(ollowed by the two prison guards. The 
aus with the scared lace reappeared at the 
doorway, giving them 2 ovce over with his 
inctal yepatchiveted inte hin ac 
Licetcnat chevogs were stitched onto the 
fet of his ak juke, aad bs aged fae 

ed ei it hd Borne all the cares of 
the glory for « buodred years 


‘What ‘sppens'to us su’? Vipin asked the 
stranger 


Now’ the man replied sith » grim sul 
co hi: face. ‘Now you'e shipped owt 10 
ome Kelle you's sever heard of There 
Yoo! ight tor the Loloech Most ily 
yoo de Bur dyoute lucky, ot a good 
4 sage of you thik, you are then you 
tught ost crawl oot of there alive “And 
the youll go to tether wrsoae and 

smother bale, and you'll stare death in the 
face spin And ayia and agua votl one 
day you're just 4 ate it too slow. or jot 
plat vale. sod you catch + bullet or 2 
Kae, or a plosma grenide Hows you t0 
bats 


(catemst sucted loghing, the harsh 
nearing sound becoovg ented 10 he hit 


the controls asd the door slammed dows: 
plvogng them to ainkecs once more 


BY GAY THORPE 


PUADTED ADDDHYVEN 


Al thakwa required was lite bit of tinkering with my ofiginal Fat Bloko\fo let him fight 
rules, an | had the new, extra special version of Colonel». @ battle feport using the 
Schaefferand the Last Chancers for my playtesters to try du naw rul@g. Which you'l find 
Traps merapuriveroahy posive. one veteran rayet S lSeWneBA Ws Very sue of We Owar 
rooting that his gaming group wouldn't normaly dream of using " 

Spocial characters in ineir Games. but were all very keen 19 $0, Witt any more wattle trom me. here are the expanded 
eve a.go with he Last Chancers. This being the case itdidnt Mules ABalways, make sure to write in fome i you have any 
take much bagging and pioading to convince the editor of this gommentts or suggestions about them. More importantly, have 
esleemed magazine to print an expanded version of the | fun will them 
Colonel Sthiaptier and the Last Chancers rules which will 

allow yourto figs them either as a unit as presented in Codex 

irmpodal Guat, or ae an army in thalr owe nght. What more, 

Gardon Davidson liked the rules so mush that he's convinced 


The Last Chancers are a special 
unit made up of Penal Legion 
convicts, They are hand-picked by 
Colonel Schaoior, and are used YS 
Carry out especially dangerous | Colonel Schaeffer 
{Some would say -suleidally 

dangerous!) missions. They mus | L#st Chancer 
de"tisee exacty ss Goderbed 
below and may not be given extfa SquadilThe squad consists of Colonel Schaaller and eleven Last Chancers. Their 
‘equipment or wargear, In addition equipmant is descrived over the page 


beforehand to allow the use of  ## equipment listed over the page. 
special characters. Options: The squad may be mounted in a Chimera. Ses the Chimera army list entry inthe 


be used: Remember rate 
lh useu vy Uwe upposing Fores. bs OL TeDULEN 1S 
the points value ofthe Last Charicers: r-example, if you 
10, play, 21,000 point game and opfa to use the. Las 
en Theis ewpithen your epppreat would ati fold 2 1,000 
|afy (these guys aren't Last Chancers for nothing 
now!) As a Suicide Foreg: each iéember of the unit is treated 
n indepesant character, but wif sh! automadcaly pass Morale 
ests Whiethe Colonels st ale. 


, 


(Ox special rule should have been included | 
in. Codex. Imperal Guard, just under Colonel 
Schaeffer's specaal rule, Unfortunately it's not in 
the first print run of the book. 


COLONEL SCHAEFFER 


Fat Bloke 
presents. on 


nyone who has 
ever collected an 
army of Citadel 


Miniatures will be 
familiar with the 
inevitable paint chips or 
breakages that result 
from ferrying their 
precious models around 
in Mail Order boxes, 
toolboxes, ote. Well, 
salvation is now at hand 
in the form of the stylish 
new Games Workshop 
carrying case! 

Not only do the new 
cases 100k great but 
they have an enormous 
capacity — the three 
layers of red toam can 
hold up to 108 single 
miniatures safe 

from harm. 


As you'll see on the 
right I've also explained 
how you can customize 
the new cases to hold 
much larger models like 
tanks, monsters, etc. 

So if your army is your 
pride and Joy, this Is 
exactly what you need 
to protect your hard 
work from damage! 


For Bike 


aa ye 


TROOP 


RANSPORT 


By Nick Davis 
won knowledge on tank tactics, 


The tank has always held a kind of mystical aura for me, from the 
accounts of the dramatic Battle of Kursk wath the mighty Tiger vs the 
Russian T-34, to the Battle of the Buige with the sinister profile of the 
Panther. Who can forget the scene in Kelly's Heroes when the 
Shermans ext the train tunnel ight on top of a German staging area 
fr the one when the Tiger tank breaks through the wall, chasing 
(Oddball's Sherman, As you can see F'¥ve grown up on a diet of war 
‘movies and Warlord comics. 


I's easy to see how you can be entranced by tanks. These armored 
monsters, bristing with devastating weaponry can blast the enemy 
to pieces as they crush all before them under their tracks, The 
destructive power that a tank can bring to a game of Warhammer 
40,000 is awesome, It you love tanks then you need look no further 
than the imperial Guard army, The Imperial Guard realy oxcols with 
the extra firepower that the Leman Russ can deliver and for shee 
vanety of tanks, Codex imperial Guard beats all the other Codexes. 


With the Leman Russ, Demolisher. Vanquisher, Exterminator, 
Chimera, Holhound, Basilisk, and Grifon you have the choice #0 
blast, bombard, or bur your énemy inta submission 


Untortunately. using any vehicle in Warhammer 40,000 is not without 
is problems. Armored vehicles have thelr strengths, good 

rvivabllty and, of course, big guns — but they have their 
weaknesses as well. A tank represents a large target and a well 
placed heavy weapon shot can spell its doom. On this page Ive 
Gone my pest Yo explain ow to get me most trom these armored 
levathans 


The tactics | have discussed revolve around the Imperial Guard main 
al the Imperial Guard tanks : 


HAMMER 

You've ont sama tanks an naturally yous wan! ta adlvanea ting thar 
{o eliminate any threats to your army and sweeping the enemy 
belore you, This is a hard tactic 10 pull off as the rules mean that 
tanks work better in a defensive formation. You can only fire yout 
‘main gun if yous atay atl and yews move yews ean ely Hanae yn 
Secondary weapons. However, it can be done. Use two Leman Russ 
tanks fitted with a heavy bolter and no side sponsons, Use them to 
support each other as you advance up ane flank of the battefield 
Ona mover, ting te heavy boar wet the cthar alaye stil and 
targets the nearest threat with its battle cannon. Good ‘hammer 
tanks are the Loman Russ, Vanquisher, and Helhound, 


You've got to be careful when using this tactic asi 


“an leave your 


BATTLE TANKS! 


new Goaex, inere nas Deen a trenzy of new miniatures and 
plastic kits. Codex Imperial Guard is no exception and the obvious thing that 
distinguishes the Imperial Guard from other armies is the amount of tanks! Our resident 
Imperial Guard Commander Nick Davis takes a look at tanks and shares some of his hard 


tanks unsupported. Keep them close to any Armored Fist squads 
you may have or advance your Infantry platoons to keep pace with 
the tanks 


ANVIL 


One of my other tactics with a Leman Russ is the anvil tactic. You 
‘need to take two Leman Russ tanks with sponsons for this, st them 
up at oithor end of the Imperial Guard battioine and array your 
Infantry between them. Each tank stay in place during the battle 
acting like a pil box, alternating between the battle cannon and its 
other weapons depending on the targats they face, This « primanly 
a dolensive formation and works well in most standard missions 
Which don't involve moving towards the enemy. Good ‘anvil’ tank 
are the Leman Russ, Demolisher, Exterminator, (this tank excels at 
it) and the Basilisk 


This tactic does have its drawbacks. The lanks will attract mare than 
thoir fair share of firepower and if any of these shots penetrate and 
the tank explodes it can take out hall your baitieline with it (ior an 
example of this, check out the battle report in WD227). The only 
thing you can do to counteract this is to set up the tank hull down 
behind cover or keep tuming your strong frantal armor towards the 
biggest threat. Then, eliminate any threat to your tank belore 
gets you. 


ARMORED FIST 

I've not talked about the Chimera armored personnel carrier which is 
used by the Armored Fist squads yet. if you're using the anvil tactic 
these squads should be kept back ready for a counter attack. # vou 
are using the hammer tactic — push them forward down a flank with 
your tanks, When you release the Armored Fist squad, keep them 
Glose to their Chimera as they can use it for cover and take 
advantage ofits heaw weaponry 

Ot course, these are ust two tactics and they don't cover all the ways 
you can use your tanks: for example, the Vanguaher is an excellent 
tank hunter with its anti-tank shells (S8 + 206 penetration), it can 
oven crack @ Land Reider. I've put it down ae @ hammer tank but & 
works equally well as an anvil tank. The Exterminator excels af the 
anvil tactic ~ with over eleven dice trom its anti-personnel weapons 
it can put an enormous hole in the enemy's battioline (Tyranid ang 
‘Ork players will learn to fear this tank 


‘Once you get used fo using your tanks and keeping them protected 
from enemy fire, you should be able to do whatever you want 
with thom, 


Arctic disruption camoeflage 
Wilderness pattern - 


Leman Kuss 
from the Krieg 
Sth Armored Corps 
‘Sth Compusy 
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CODEX CAMOUF! 
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4204 Dragoons, 
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\,. Fitted with 
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\ coma 


TANK CREW 
The new tank crew models are here. Now when your tank blows up 
‘he ctew can bale out and exact retribution! But what use are they 
wou heir tark? 


tank equipped with the ‘crew escape mechanism’ detailed below 
‘lows you to use these tank crew models on the battiefeld, Although 
their effect on the battle is significantly reduced, get them into cover 
land deny valuatie victory points fo your opponent. After all, your 
‘destroyed Leman Russ is worth only haif the amount of viciory points 
{a your opponent until they are all dead! A poor reward considering 
‘hw offont he woukd have had to put in to destroying the tank inthe frst 
place, Also there is @ good chance he won't have the resources or 
time in the battle to hunt down the surviving tank crow 


IMPERIAL VEHICLE UPGRADE 
Crew Escape Mechanism 


The vehicle is filed with protect 
scape hatches, w 
tho vehicie is destroyed. W the vahicle 1s costroyed, D3 crew 
fe, They form a small unit placed within 2" of ther, 
tol and has the 
‘considered t 
their own 


Ea 


worth 0 victory point 


being damaged for victory p 


ve of + burning Leman Russ run for 


igh: ox 


4 RES ES 


converted Bas 


GORDON’S STAGE-BY-STAGE GUIDE TO PAINTING TANKS 
‘Check out Gordon's Catachan Devils article elsewhere in this issue where he 
talks about how to quickly muster an Imperial Guard army for batt! 


J] Assemble the tank minus the tracks. Then spray the main body and the turret with 
black underceat 


{2 Using a can of Camo Green spray. hoksing Wt close to your tank, hod tha nozzie down for 
{usta second and swifty draw your arm across the model atthe angle you wish fo leave 
{he paint on. This should leave distinct groen areas in contrast tothe biack undercoat. Draw 
‘he can at cferent angles across any sections of your tank you wish to color. Take your time 
‘and do not apply 100 much paint, you can always go back and add more, but iis very dificult 
{Stabe of onte hts more. Hine tom ite gos hcp ut alerts heen of cammectage 


{3 Now for the tracks. | sprayed them Botigun Mets! while they were sill on the sprue. 
Remember when you cut them at to tly Up the chipped areas of paint 


4 Pik ou any urs ta he lascannon oo the Lerman Russo helene on the Ciera 
using Chaos Black. Orybrush Boligun Metal over any areas of the Chaos Black you wish 
to. The vision ports of my Chimera ara painted Skul Wheto folowed by Sunburst Yellow, 
which nicely broaks up the drab Camo Groen Bul isto loud that t takes away Irom tr 
miitary foe of the made 
Jo on te tracks using polystyrene. 
‘coment, being caraful rot to spit any on 
the model itself as this wil stn the paler 
When the racks sre cry. you wah yu | 
over them 10 give a rusted. look. 
‘Transters can now be applied and voaal 
You should have @ great 


= 
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Ghat is an Outrider? 

Outriders are outgoing, enthusiastic gamers who love the Games Workshop Hobby 
‘They represent Games Workshop at local stores, all across North America by 
introducing new players to the hobby. 


@hat benefits do they get? 

Outriders get free GW product in return for their time. They receive a free 
subscription to White Dwarf Magazine, as well as being kept up to date on the future 
releases planned by Games Workshop. Open Invitations for Games Day, the Grand 
Tournaments, and the Staff Tournaments are extended to each Outrider. 


What do they do? 

Outriders run fast-paced and fun demonstration games of Games Workshop's latest 

releases at their local hobby stores. There is a minimum number of stores they visit 
~ each year to remain active. However, this minimum is always left behind in a cloud 
% of dust as the Outriders visit more and more stores euch year. 


FL foot in the door? 

Being an Outrider is a great way to start a career with Games Workshop. There are 
many employees that started out as Outriders. This does not stop Outriders with 
established careers (students, lawyers, nurses, computer technicians, members of the 
military, and law enforcement). 


bere are the Outriders needed? 
(Weare actively recruiting Outriders all across North America. People from CA, TX, 
NM, TA, and all across Canada, 


Gould pou like to know more... 
If this sounds interesting to you and you would like more 
Outrider Administrator at: 


410-590-1400, 


or email HobbyPromo@ games-workshop.com or 
drop us a line at: 

Games Workshop 

Attn, Outrider Program 

6721 Baymeadow Drive 

Glen Burnie, MD 21060-6401 


iding ther, 


Ghostly Apparitions 


By Dave Cain 
Dave is a very experienced Vampire Counts General who you will remember from ‘The 
Last Stand’ battle report back in WD237. Amongst bis favorite troops in the army are 
those which he collectively calls ‘Spooks’ - Wraiths, Banshees, and Spirit Hosts. Here 
Dave explains the tactics be uses for these terrifying creatures. 


A. sudden chill in the air, andthe 
appearance of a semi-transparent apparitic 
sense of dread, It's a classic ghostly encounter! Whether 
present a an ineubetantial uhadlon coma in ragged elas 0 
as a barely visible outline shimmering with pale magical 
single Warhammer 
‘mere shadows 
ween ile and 


a lonesome shrick, 
instills a familiar 


cenengy. ghostly entities are unique 
army ~ Vampire Counts. Ghostly beings 
ol their former selves, caught somewhere h 


death and bound to the service of a powerful Vampire or 


Necromancer. Theie ethereal 


Undead ( 


The ethereal troops a Vampire general has at his disposal 
are Wraiths, Banshees, and a single Spirit Host, To many 


Warhammer players, these creatures. are collectively 


known as ‘Spooks’ 


Wraiths 


Wraiths make excellent champions for Wight, Skeleton, or 
Zombie units. They have a Toughness of 4 and possess 3 


nom This can be impo 


in. deciding 


I champion 
accept challenges since Wraiths may well 
Jour opponent's overkill tally 


succeed in keeping down 


They will certainly prove more difficult to da 
nt or Zombie. With their 
hs will often survive the initial 


your basic Skeleton w 
multiple Wounds, Wea 


Suppbrted by 4b Bunsbed and Spirit Host, 


Labmian Vampire Te 


ls the farces of the 


Undead against the Shaver 


fer weapon to have at 


“by a charging enemy 
to retaliate. So. what be 

than your trusty seythe (which 
xd weapuon) ans! gat 

ils. Double-hat 
choice for any Undead troops if they have such weapons 
as an option, since Undead are typically slow moving (so 
are usually charged anyway) and have a ow initiative ($0 
will generally hi 


led weapons are in fact a great 


second). Added to these advantages is, 
the faet that models wounded by a Wraith lose the benefit 
Af armoe eaves heat 

applicable 1 


fof the special chill arack rule 


these creatures 


On top of all this, Weaiths cause ferro, Remember thi 


‘units which fail thelr Terror test will flee, and the less u 
your Undead troops need to fight the 


presence of a Wraith can put off ¥ 


etter, The mere 


opponent from 
charging in with his troops, particularly if they have a low 
Leadersiup value 


All things considered, Wraiths are superb value at 


75 points each. 


Banshees 


Banshees are the wailing spirits of the most evil women 
who ever lived, Their unique ghostly howl makes them 
prized asset to Undead players and a feared enemy to thei 


Opponents. Their numbers are, however, limited to one 


for every 1,000 points in your army. For Undead, they 
oust a remarkably high movement allowance of 8° and 
they need to make the most of this to maximize their 
effectiveness. 


Banshees can he mancuvered around the sides of your 
main infantry regiments to prevent them from being 
charged in the flanks oF rear (an occupational hazard for 


move to position the Banshees in the best spot to unleash 
their howls against your chosen target. Remember that an 
average coll for a Banshee's how! will be 9 so you are 
unlikely to cause many casualties to a regiment which is, 
well led. Combining 

Banshees against a si 


hostly howls from wo or even three 


small eeaope with 6 low 


War machine crews and chariots that are often found 
outside their General's 12" sphere of influence and are 
riccly 


od target 


Spirit Rests 


¥ collection of spectres, shades, 


and spirits gathered together under the command of a 


permitted in a Vampire Counts army and it s comparable 


In form to Swarms used by other armies. However, when 


mmon Swarms, the Spirit Host 


nity to ordinary weapons and 


missile fire, and coupled with their 4 Wounds per base this 
makes them superb at tying up things like Dragon Ogres, 


Because of their unique nature, ethereal troops can cou 


fon several significant advantages over more conventional 


ip types 


Movement 


Ethereal troops lack a coherent physical form and can pass 


straight through solid objects, such as buildings and other 


terrain features, as if they were not there. This gives the 


spooks an edge in the often crucial cat and mouse 


mancuvering that is the movement phase 


They can cross any type of terrain, whether it be difficult 
very difficult or even impassable, without any reduction in 


This opens up a vista of 
opportunities unavailable to more mundane warriors, 


wing across an impenetrable swamp to attack 
war machine batteries carefully positioned at the 


sibilities include moving straight through a 


cluster of buildings to threaten the flanks of an opposi 


ing a Lizardmen army seemingly safe inside 


the confines af a bog or marsh 


Unfortunately, both Banshees and Spirit Hosts cannot 
benefit from the vital movement enhancement of the 
Macabre spell, Wraiths are viable 
secigicits uf dite opel y avaltable ay 


Vanbel’s Danse 


champion type characters this is hardly worthwhile. Since 
their accompanying regiment is not ethereal and ca 


move through solid objects or over difficult terrain, the 
Wraith champion is effectively restrained from doing, 


lis worth noting that other effects which limit movemeat 
ible after-effects of the Chaos Dwarf 


also have no effect on ethereal 


troops. The only exception to this is if the restriction is 
caused by a spell. Since spooks are very susceptible 10 
magical energy, spells such as Net or Hold Fast work as 


charges. The 
do {0 any other w 


cause of debate arises when deciding on 
ime rules apply to ethereal troops as they 


F type. You must be able to see your 


prospective target (ar in this case a more app 


may be able t0 sense them) before ¥ 


charge. So you cannot simply charge steaight the 
building to engage an enemy unit. The buildi 


do not know és there 


You must first move through the intervening terrain and 
only in the subsequent turn, providing your taruet 


remains within your 90° charge arc, can you de 


Combat 


Once in combat, our ghostly beings have another 
tlonal troops. Firstly, if enwaging. 
defending an obstacle such as a wall 


edge over conv 
enemy which 


or hedge, the spooks can roll to hit as normal 


The standard requirement of needing to roll a6 isi 


straight through the solid obstruction. 


Ifyou can get them across the table fast enough, ethereal 


troops are obviously excellent at asstulting defended 


positions. 
Secondly, and more importantly, ethereal creatures 
cannot be harmed by ordinary Weapons, so frenzied 


Chaos Knights, a charging Stegadon and other ferocious 
Ih 


combat specialists, all 1 to ordinary troops, are 


actually damage spooks, so be wary of characters who are 
likely to carry such items 


Something that should set off alarm bells for any Undead 
player is the deployment of a single mounted character. 
This us ghostbuster’ is about to be 
unleashed, ubt armed with something like the 
anishcr Sword (aygumnst Undead cach wound equals DS 
Wve), this highly mobile character 
can quickly hunt down your slow moving spooks and seal 
their doom. 


Remember, in common with the other restless dead, 
spooks are not affected by poisons or toxins. So the 
Skinks’ poisoned javelins or the Witch Elves’ poisoned 
blades lose their normal +1 Strength bonus when 
fighting Undead 


The major exception here is the warpstone based 
weapons of the evil Skaven. So Jezzails, Warpfire 
Throwers. Poisoned Wind Globes, Plague Censers, the 
Skaven Assassins’ weeping blades, and the Vermin Lords 
Dann Gi 19 riage nl wall therefore affect 


Undead, including the ethereal creatures, 


The worst army to face when fielding ethereal troops is 
Chiarie Dai Jceaune of thelr praricilar rearure all 


m1 


re classed as magical and can therefore 


Of course, even in the sity 

the enemy to act 

is still possible for them to win the combat since the 

‘overall combat result is not wholly dependent on wounds 

inflicted. Therefore a large unit boasting the full +4 

combat bonus (3 ranks and a banner) is more resilient to 
troops, and. fr Undead player's 


ly inflict any wounds on the spooks, it 


ethereal m the 


Shooting 


Just as they are immune to ordi 


combat weapons, 
‘ethereal troops are immune to the effects of ordinary 
missile and war machine fire (excluding the Skaven 
capt mentioned earlier). Mateed bow feo, crossbow, 
gun fire or indeed Organ Guns, Volley Guns, and 
Doomdivers are useless against them, This should make 
spooks an ideal choice for attacking the enemy's fire base 
Dut, of course, missile troops oF war machines will 
commonly be deployed right at the back of the enemy 
lines at 

moving (drifting?) teoops, 


or hi 


f therefore generally out of reach of your slow 


Because of this immunity to missile fire an interesting 
point arises if etherea 
Undead force. Do the spooks protect their brethren 
behind, from the effects of the bovfire? 


troops are deployed in front of an 


What actually happens is that the enemy missile regiments: 


ae minke out the Skeletons, wie, behind the 
shimmering outline of the insubstantial ethereal troops 
aand target these troops instead. Given that they are still in 
range, the missile fire goes straight through the spooks 10 


hhut the desired target benind 


This stops unscrupulous players using ethereal troops asa 
foolproof shield for other troops behind them 


‘One further point. The arrows generated from the Hail of 
Doom Arrow or fired from the Bow of Lo 
magical and so damage ethereal troops 


Tactics 
I have included some of my ideas concerning the use of 
ethereal troops which T managed to put into practice in 
W237 when my Vampire Counts army was locked in a 


bitter battle with Chris Harbor’s High Elves. 


Wraiths can only be chosen as champions for certain 
Undead regiments © therefore selected for their 
ability to carry a magic item, accept challenges and 
generally terrorize low Leadership troops. In the battle 
with Chris, my Wraith champion survived a challenge with, 
the High Elf Genera 

Banisher Sword and even managed to reduce his 
opponent to a single wound. This made killing the Elven 
Lord with my Vampire Count in the subsequent turn 


who was equipped with the dreaded 


Would fare so well 


An excellent role for a Banshee oF Spirit Host is to provide 
a eupporting force for a main black of Stoleton 6 Zoenbte 
warriors. Since Ghouls can march move, they are really 
fast for the Spicit Host to keep up with, although 
Banshees will match them pace for pace, If this main 
regiment is threatened by chariots, for example, the Spirit 
Host or Banshee can step forward to absorb the charge 
negating the powerful impact hits. Although ethereal 


troops can snore thengh ealid 

through other troops and the same applies in reverse. So 

the chariots cannot move through the spooks t© impact 
nst the Skeletons or Zombies. 


(Once the main Skeleton or Zombie regiments engage the 
enemy, the Spirit Host can engage the flank of the 
Opposing unit safely out of the way of the enemy 
characters and more pointedly, their magic weapons. Of 
course, in subsequent turns the enemy characters can 
move around 10 engage the spooks but this leaves the 
day against rank and file troops, Returning tp the battle in 
WD 237, my Banshee did just this in the conflict between, 
my Skeletons and the High Elf White Lions of Chrace. My 
Skeletons were equipped with the Banner OF Defiance 


Labi 
Vamp 


Out this month are four new lords of the night. Clad in 
armor are the deadly Blood Dragon Vampires. These 
warriors are on an ancient quest to prove theér martial 
skills, Instead of brute force, the Labmian Vampires use 
their seductive beauty to trap their foes, 


and this meant I could not pursue the Elves once | had 
beoken them. Crucially, however, involving the Banshee in 
the combat meant that I could utilize her 3D6" pursuit 
move (since her basic move is greater than 6") to easily run 


down the fleeing enemy 


Pinning down lone monsters, Swarms, Kroxigors, 
8, cXc,, is another worthwhile goal to accomplish 

oks if you can manage it. Since such lone targets 
rank or banner be n tie them up 
Against good players, however, this can be 
the greater mobulity af thede renee chewld 
allow them (© outmancuyer the slower Undead, You 
ici showeased in the battle report with 
» suitable target in the High Elf 
lorce. However, we actually lought this battle twice (the 
first was brought to a premature end when I killed both 
the High Elf General and his mage with the Curse of Years 

p with Tr 


with sp 


Hs had chosen two chariots as part of his relief forve. In 
this battle I managed to block the chariots, charge with my 
Banshee and, after they veered away to take up a better 
position, I was able to charge them with my Spirit Host. in 
the ensuing combat phase the spirits killed a single chariot 
horse and, being ethereal, could not be harmed in return. 
tn an appat my 
were cut down by the pursuing ghosts. Okay, l admit | got 
all the breaks but it goes to show what ethereal troops are 
capable of if you use th 


ne Chet charinws herder 


correctly 


Try coming up with your own ideas for getting the best 
‘out of spooks = they really are a lot of fun w use 
Incidentally, Spirit Hosts and the like make good 
conversion projects — headless corpses, cowled 
Aapparitios aination run wild. I've made 
an overweight Wraith, garbed in tattered rags, who I'm 
convinced would gilier lncescantly and wemelse all whe 
approached. | call him Gor-Doa. 


te, Let your in 


Davidson 


Gordon: It all started around July 1st, 15 
days before Star Wars: The Phantom 
‘Menace was aoina to hit our shores, and mv 
‘mate Lonnie had just arrived from the States 
(Lonnie's one of our trade sales managers 
trom GW US who was over visiting). We 
‘were siting around al home, Lonnie was 
browsing through my copy of Codex Imperl 
Guard and | was fidding with the new 
Catachan plastics sprue (it's a hard if). We 
were both talking about all the new troops 
and changes in the Codex 


‘Alter a lengthy conversation on all the new additions, one of us 
commented how he'd always fancied collecting a Catachan army, 
‘The other replied, "Thate funny, mo too." The nor thing Wwe know wo 
ware eagerly cutting up the few sprues of Catachans on hand and 
assembling them. Before we knew it we had decided to paint a 
‘massive Imperial army in the shor time Lonnie was visiting our green 
That first night we planned out our whole force, how much we 
‘eckoned we could paint in the time allowed and a punishing painting 
Schedule, Al the time of writing this we have comploted a Command 
HO, a platoon of thy men, @ platoon of twenty men, and five tanks 
This has taken around four weeks 20 far and gles us a said core on 
which to expand to what will ulimately be a very large Imperial Guard 
army. So why am | driveling on about how many men we've made? 
WOH. une OF te things ram aiwaays nalggMg Wa, Sayer SOW Te HOW 
wo never really put any articles in White Dwarf an modeling an army 
all the way trom beginning to end. He turned around and said, "Go 
fon then, why don't you do I" (knowing ful wall he'd fet me down — 
Iwas time to put my money where my mouth was (damn, spoke too 
‘soon! ~ Fat Bloke). So here goes, 


ph ine 
The € 


atachan Devils Imperial Guard army (so far!) 


,ATACHAN DEVILS! 


Gordon Davidson and Lonnie Mullins are a pair of rather 
enthusiastic hobbyists who are also lucky enough to work for 
us. Together they've taken on the epic task of assembling and 
painting a huge Imperial Guard army using the plastic 
! This is their story. 


ASSEMBLING YOUR CATACHANS 

For me the assembly of your models is just as, f not more important 
then te overall nah. Wiha degree ut Umeuyght yroat Keahig det 
can easily be attained. The fist thing to consider is what Kind of & 
pose you want to achieve overall. I's very tempting to cut all the bits 
‘ff your shiny new sprue and stat gluing your models together 
immediately, but if you taka some time 10 put differant torsos on 
different legs and try diferent heads at different angles your patience 
wil be rewarded. Wa used bive-ac or sometimes just held them 
together. Only once we'd found the combinations we liked did we 
Introduce Give, 


{ have to say that with our Catachans, the major deciding factor or 
how to pose a model was the legs. The various leg combinations 
radically alter the way the finished model looks (chack out the 
‘examples opposite) It has to Jook right, but more importantly Yee! 
Fight, For example most of our shooting poses are built on the legs 
planted firmly on the ground. The torsos tum to face the front and the 
{gun arms only run along the front of the body. This means that when 
You place the Nead on, the logs and Body willbe facing forward anc 
this looks like a natural shooting pose. | always face the heads 
Joking along the barrel of the gun, though Lonnie sometimes tus 
the heads as if thay are scanning the jungle for targets ~ it's 
‘matter of personal taste. Both Lonnie and | prefer combat poses, 
With the running legs itis much more appropriate to arm the models 
with close combat weapons and fring ‘rom the hip’ to give an 
wide variety of poses can be achieved, from advancing through the 
jungle to blazing away up into the trees. When posing the grenade 
throwing models, note how the torso is tured to give a more natura 
throwing pose. 

| have to say, modeling with the Catachans is a dolight and the vory 
way the models are sculpted makes It easier to pul almost any 


» the 
sprue, the 


how we made and 
ard army. We hope: 

vy completed n 

Dwar in an issue or two, 80 keep your 


J Fieth Once this is 
apply + 

paint (oF you 

i seply past 

suitable gece 
int 

oct) oad apply 


NOTE: Mix the 
ink with a ile 
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over the akin 
leaving the rceaes 
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models in Blick z 


lel Journal has been running for nearly six 
and continues 10 go from strength to 


ifferent ga 


Jes and cool conversion ideas, CITADEL JOURNAL 35, 964 


This month Fanatic Press goes into overload with a whole plethora 
of new books. If you're completely mad about gaming, love 
making and painting armies, modeling your own terrain, and 
creating your own house ru ad scemarivs then Fanatic Press is 
the place to be. You can guarantee that no matter which games you 
play there’s bound to be something of interest to you. Just 
look at some of the great stuff on offer. 


Inside the hatest Citadel Journal 


IMPERIAL ARMOR SPECIAL: A chance to see the great 
range of high qu: is, 


iy conversion kits for Imperial t 


INVASION OF TOR YVRESSE: A complete campaign 

for Warhammer which pits the noble High Elves against 

GORKAMORKA "EET SEEKAS: Ork Mekboyz are 

constantly coming up with krazed inventions for the 

hapless boyz to try out. Check out the latest contraption 
‘out of da Meks’ Workshop, 


EPIC EXODITES ARMY LIST: The Exodites are a select 
colt of Eldar who broke away before ti alt af 
then 
your games of Epic, together with miniatures 


conversion tips. 


This is just a small selection of the features in issue 35 

i that wasn't enough, every issue alsa has regular 

slots with DOK BUTCHA covering modeling and 

conversion hints and. tips, WARWICK’S WORLD 

ollering sage hubby advice from the mad viking himself 

Warwick Kinrade, while in WARPED VISION you can 
marvel at other readers’ artwork. 


regular bimonthly slot, the Journal is 
for the devoted h 


byist, Every issue 


we Iny ae 


Journal GET THESE AND 


OTHER COOL 


Gar 
‘ORDER Fon 


iy MORE DETAILS 
A ‘CALL 
orxS - 


Gang War contains everything 
for the Necromunda player. This 
month sees the release of issue 4 
with 48 pages of Necromunda 
house ‘enarios, new 
deling projects 


ANG WAR, 48g 


with Hive Ken Skills, look out 
for those muties with these 
tactics for Scavyy gangs, Plus 
double cross your mates with a 


special deals in r10t from the 
Forges and Outlaw Trading Post 


Pick up Gang Wars 2 & 3 by calling the Mall Order hotline. 


foaded down with 
ne the Epic 40,000 
player. Epic siege tactics, 
scenarios, modeling, you know 
the score. Just take a 
selection of 
Pirepawver is 


Get the m 
Emperor's finest with a whole 
article on SP 

MARINE TACTICS, 


these new rules for 
this detachment 


minis proscar a 


SCENARIOS, 


Fight out titanic wars with this 
detailed EPIC CAMP! 


SYSTEM 


PENAL LEGIONS, they're the 
worst scum in the Imperium, but 
these criminals and cutthroats 
make for some brave troops 


HIKEPU WE DDN $800 US 
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FULL OF IDEAS, GOT A HOT ARTICLE? THEN WRITE FOR FANATIC PRESS 


‘Don't fonet that all Fanatic Press products | What we want: 


are writen by yamers for yamers. 50 
whatever your favorite game is, get 
sending in those articles to us. We want 
house rules. miniatures conversions (the 
wackier the better), terrain making 
projets, ttnpaigan, and secaatios, We're 
mat what YOU are 
doing, We also. see what you're 
doing as wel forget 1 send 
without them we can’t publish 


photos 
your article 


* A’scenario or campaign, tried and 
tested house-rules or tactics, ideas 
for modeling, converting and 
painting Citadel Miniatures. 

+ Areview of a tournament, 
convention, or club that you have 
attended, 

+ Articles must be accompanied by 
photographs of your models, games, 
yourself, and your friends. 

* A few details about yourself - your 


age. where you're from, which 

‘games you play, and so on. 
‘Send your articles, or for a full et of 
‘writer's guidelines write to 


NUR JOURNAL BUNKER, 


‘eval Journal games-workeshop.co.se 


website: wu blackdibrary.co.uk 


The Life of Macharius 
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UEROR. OF DARKNESS 


Lord Commander Solar Macharius was undoubtedly 
the greatest Imperial Guard leader of the Age of the 
imperium. Gav Thorpe reveals more of the history of 
the man who became a living legend. 
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visionary, with @ dream of conquest thal strotched to 
Aho, jwestbrn lima of he galmry and boyend. Liko all 
great commandars. -Macharus was a high 
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CRAND TOURNAMENTS 


" Rev your engines, sound the trumpets, and prepare 
yourself for the ultimate in Warhammer and Warhammer 
40,000 battles! Whether you are a grizzled veteran or a new 
pretender to the throne, the time has come for the y 
Tournaments! Read on, sign up, and come join the mayhem . . . 


First things first Gaming all weekend? 
iin at hc Deploniap they always sey 20 belorc Toumnanicnaisert exty chix Sait 
Beir el youtbeanigiiiss fon tet Cackerce .  rnarning, and yh ‘only a few beaks loci ced 
Did we explained exiclly, dianee, ad sonve time fa thc judges io chick tela 
sete he akc place avi Heawoeh roulbde: Wena ocpaenlig at 


Originally the brain-child of game designer Jervis OS ee | ee 


Bees eMichsccacrce Wacharnoeer 40/000, v's. und of course the inkatnous’ genutiey vighe ree 
Bigreat chance to mect new comradesin-arms, talk Quiz - rollicking, yet relaxing Trivia zanincss. 


eoemnn rie Pat abeneee AGvcr oun! mtgln’s sleep we stare agai Sunday 
Suc with Games Workshop stall, and basically ME morning for a few more battles. We cap it off with 
the entire weekend away. But the Tournament isn’t 
an Awards ceremony and a final Waa 
just about trying to find out who can kick the most 
burton the battiefield. And ever yore wine 
Playing is winning! Honestly, the way we look a 
things just being able to meet fellow enthusiasts 
a1 Tournament. lavers ar ain pst: all ccc fo. wish ot aie es 
“piel inrigeae pier 1 of friendly but stil very tough competition. 


How can I join the fun??? 
The next few pages have a list of where upcoming 
Grand Tournaments will be, as well as all the details 
you'll need to join the carnage 


1909 BALTIMORE GRAND TOURNAMENT 
WARHAMIMEER 40,000 SIDE 
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Where & When 
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right now (see below) 


—_— 


PLACES & DATES 


ore Warhammer Grand Tournament 
(The oaly All-Warhammer event) 
When: March Va & 12th 
altimore Warhammer 40,000 Grand To 
(The only All-Warhammier 40,000. 
When: March 18th & 19th 


Seattle Grand Tournament 
« both Warhunmer & Warhammer 40, 
When; April Sth & 9th 


Chicago Grand Tournament 
(For both Warhammer & Warhammer 40,00) 
When: May 43th & 14h 
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Tournament scenarios, 
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figure out new ways to 
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the exact rules and army listing shee 
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How you can enter 

Space in Grand “Tournaments is limited, and 

applicants will be accepted on a first come, first 
all the Grand 

but having said chat we 

me last year, If you are interested 


serve basis. We have expanded 


o attend (you ean sign up for more than one 
get it to us as soon as you can, Online entry forms 
can also be found on the Games Workshop website 


Waiting List, andl 
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and a whole lot 


‘See & take part in the hideous 
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Yo pray in she Grand Touran 


* No mone than 2,000 points may be spent on the army 
“Armies may not inelude any Special Characters, althou 


0 allies, with the follow 


* Dogs of War armies may use the Merce 
“Forbidden Rods may n 
No Wizard may have more th 


1 four ma 


RULES & GUIDELINES 


The general rules for the Warhammer Tournament ate sta 
all the moGels Must be painted Citadel Miniatures, 


ie exceptions: Do, 
p> armies may take Chaos allies. You must bring the rules for any regiments that you use 


ary ¢ 


hence the name), 


* Total Power is barred. Ifthe card is drawn f 


+ No Greater Daemons are allowed. Greater Daemon mode 


*Tomb King armies may be used. 


forward ~ you must use the same army for every game that 


of War Regiments and Ri 


iments of Renown found in White Dwarf 


Feneral rules found in White Dwarf #234 


wm the deck, discard it and draw a replacement 


s may be used to represent Daemon Prince 


* Dark Eif and High Elf Repeater Bolt-Throwers cost 100 points each 
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' Magic Items Per Level from the Magi 
Vampire Powers, Chaos Rewards, and C 
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0a Marks do nat tke op magic itemn slots, bur their plans de count againes the 


* Create an additional force of up t0 300 points to be used with your army in one Special Scenario! These points maybe 
spent on troops only (no magic, characters or war machines) and can be frot Your army or any ally your book allows, 
Ke ut on the Web or White Dwarf for additional army 7 id articles, and rules, 
queries. Some may or may not be approved 80 be sure w ‘question 
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¥0 (Neeron a 1 (Space We smoke and Blind 
in Teeeeteh rs of Battle Armory), #238 (Chaos Cultists), #239 
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Costs & Registration 
Dis: tic nef weed OF insect THON 586 
thelr parcat's (or legal 


one under the age A teventer Any 
under the age of 18 must 


guardian's) signature far permissi 


Costs to enter one of the 2000 Grand Tournaments 
will be $175.00 per person. This includes one 
night's lodging (Saturday night), lunches on both 

and your 


Saturday and Sunday, all admission fees, 


You may extend your stay at the Grand Tournament 


by adding Friday and/or Sunday nights at the 


additional cost of $110 per night. Ifyou don't live in 
the area we recommend you add Friday night sin 

play begins presty early on Saturday. Payment for 
Grand Tournaments (including any extra nights 
stay) must he received with your entrance fee for 
both Baltimore events, or by Feb. Ist for Seattle, and 
March Ist for Chicago. Failure to pay on time will 


Still undecided? 
So you're hovering on the edge 


plans to join a € 


should you make 
‘and ‘Tournament, or maybe just 


What we hear players exclaim year after year is how 
much fun they had over the weekend. Yes, there's a 
wellun schedule Yes. we pack in a lor 

Yes, i's a great excuse to finish that army that never 

While 

what cannot be duplicated anywhere else is the 
range of all over North 
America who join the fray. To meet new enthusiasts, 
see old friends, and play exciting games for the 
entire weekend is an unbeatable blast 


of pames 


quite gets done otherwise all this is true 


astic players. from 


WHAT YOU'LL NEED TO BRING 


Games Workshop 


all the tables 
Play) 


nsible for their 


Sp est wn spells, ten 
hook, or any White Dwarfs. with ru 


adel Miniatures 


using, & a painted army of C 


We also recommend you show up prepared to play! Ifyour 
auinber one goal is tc mes, have fun, and enjoy 
Se then We guarantee 1% Nonny happiness! 


< 


mperial Tithes & Cancelation 
Grand 

sraneterabi 
fre not accepted, there fs no payment whatsoever 


Tournament Eotrance Fees are 


and you can pay for your entry by 


and any entrance fees will be returned to you in 
full, If accepted you may still cancel, but you are 
subject to the following conaxtions, 


‘You may cancel at any time up to two weeks prior 
to the Grand Tournament for a full refund minus a 
$10 service fee, If you are forced to cancel with less 
than two weeks notice, your refund is entirely 
subject to our ability to fill your en 


ance spot 


‘nt. as well as how to 
ns can be found on the 


The address te send 
contact us with any questi 
following Entry Form page 


What happens next 
After you've sent in your Entry Form and payment 
we'll get in touch with you to 

 "confinn your entry and send out a 


Md, (0106 Tournament 2000 Packet 


Ge including your entrance ticket, 


: and all the info you'll need, 


hhave a fantastic wee 
at 
1) 


Then you'll have t0 whip your 
army into shape, and get ready to 
kend 


IMPERIAL RECAP 


Baltimore (WFB Only) 0K Only) Seattle 
March 41th - 42th i 


am were {ome WERT Fo ary ft FO a 
Regieiation: Gach event is on a first-come, first-serve basis and space is limited. You may sign up for more than one Grand 
‘Tournament and we aré-accesting entries for ail of them, but as you cannot be in two places at once, you may only/play on oni. 
_ side (Warhammer or 40,000) during each partoular event: There is no lottery this year so get your entry in early! 


Wall formte; Games Workshop - 2000 Grand Tournament Entry 
6721 Baymeadow Drive, Glen Bumie, Maryland 21060-6401 


You must MAIL in this form. U.S. Mail, Fac-Ex, and UPS are acceptable. Sony. we can 


Name: Age*: 
Address: 


City:_ _ - = State: 
Zip Code: Telephon 


In which Grand Tournament will you be participating? rua tas» sin 
OiBattimore - March 11th-12th (WFB ONLY) CiBaltimore - March 18th-19th (40K ONLY) 
Cseaitio - April 8in-9th Ochi 


go - May 13th-14th 


In which event will you be participating? ru cay acu on ne suon wey) 
QWarhammer CiWarhammer 40,000 


Which army will you be entering?. 


Will you require additional nights stay?: OFriday night sunday night 
(Sorry, we can only get you additional days on Friday and Sunday.) 


Do you require disabled access? ves CINo Smoking? ClYes CINo 
Do you have payment enciosed? Cl¥es  CINo note sin ow Payiant Eu des sn ns lait Rca 
Method of Payment: Cl cnock Morey Ovdor visa Ci MastorCard ClAmorican Express Discover 
Creait Cara Number: 

Card Expiration Date: Cardholder Name: 


Cardholder Signature: 


\ declare that the information given above is correct. | have enclosed payment of $165.00 to enter the 2000 Grand 
Tournament, and £110.00 per additional night's accommodation aa checked of above. | agree to abide by the 
decisions of the judges and to conduct myselt in a manner that will NOT bring our hobby into disrepute. 

Signed: Date: 


Parent Signature (if under the age of 18) Date: 


“Unfortunately we can't allow players younger than 16 to take part in the Grand Tournament. Applicants under the 
age of 18 years must have their parents or legal quardian’s signature on this application. 
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LEMAN RUSS BATTLE TANK 
$29.99 US $48.00 CDN 


‘LEMAN RUSS EXTERMINATOR 
$32.99 US $50.00 CDN — 


ke ole! wile aiid US $50.00 CBN 


Ae IMPERIAL GUARD TANKS 


LEMAN RUSS DEMOLISHER 


_ sansoussssoocpy AVAILABLE NOW! 
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“Better get your kit together, here comes the 
Colonel...” warned the training Lieutenant. At 
his cautionary words, the Last Chancers 
grabbed their weapons and equipment from 
where it was scattered near the shuttle. The 
Colonel strode over to them. hands clasped 
tightly behind his back, his glittering blue 
eyes sweeping over the assembled penal 
legionnaires. 


“Everyone is clear with the plan,” Schaeffer 
said. It was a statement, not a question. The 
Last Chancers nodded anyway - they'd had to 
repeat the plan verbatim at least fifty times 
since Schaeffer first outlined it three days 
previously. 


“You understand what is at stake here?” the 
Colonel asked, prowling around them, staring 
at each in turn with the pinpricks of ice that 
glared out from the peak of his officer's cap. 


“We survive this, we're pardoned,” said Shiv 
calmly, picking dirt from beneath a thumbnail 
with the point of his long knife. Schaeffer 
fixed him with that piercing gaze for a 
moment. 


“No. That is irrelevant. You are pardoned 
whether you live or die,” the Colonel said 
bluntly, turning his attention away from the 
knife-fighter. 


“If the enemy can detonate their bomb in the 
mineshafts, it'll cause massive seismic 
reactions which could devastate the 
settlements here, killing millions.” This was 
from Brains, who alone among them could 
fully comprehend the technical aspects of the 
Black Legion's devious plan. 


“That is what we are here to prevent. but that 
is not what is at st the Colonel replied, 
shaking his head as if disappointed. He 


looked them over again, jaw clenched tightly, 
as it always was when he was agitated — 
which was most of the time. 


“What is at stake, Lieutenant?” Schaeffer said 
quickly, turning sharply to the heavily scarred 
officer why was nunchalanlly leaning against 
the shuttle's boarding ramp. The Lieutenant 
blinked in surprise with the sudden question 
and then drow himeelf up. 

“That's easy, sir,” he replied, a sly smile 
turning the scars criss-crossing his face into 
a twisted labyrinth, “Their immortal souls are 
at stake.” 


“Your immortal souls,” the Colonel repeated 
slowly, turning that Icy gaze back towards 
them. “Serve the Emperor faithfully now, and 
when you die you shall be taken unto him, 
blocced for all otornity. If you should dio with 
weakness, dishonor, and impurity within you, 
your souls will be forever ravaged by the 
creatures of the dark abyss, a nightmare of 
torment until time itself dies. Remember that 
whien we attack. Remember it well...” 

Ag the Colonel walked up the shuttle ramp to 
collect his own weapons, the Last Chancers 
exchanged worried looks. 

How the helll is anyone supposed to survi 
these Emperor-damned suicide missions’ 
snapped Rocket Girl, banging a fist against 
the side of the shuttle. 


4 
All eyes turned towards the Lieutenant. 
Seeing the looks of incredulity across their 


faces he gave a small shrug, his harsh 
laughter resounding around the clearing. 
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Space Marine S@niries patioling 
dinig pad. 


Ings he watcned'aS Rockit Girl and 
30 to his. ight 


torm ofthe landing pac 

nongst the ferns and paimsiilil 

Wgedin his pack for one of nil 
7 
Wy 


faited pationtly for the signal tc 


the rest of the Last Cr 
(0 groups. Colonel, Schai 

fan, Grease Monkey! 

in while he took corn 

fs for a frontal attack, 


tre from, the Colona A 
clearing and backiinto oot 
Sig{WE! the nearby sentries The su 


eperiied oF he Last Chancery: asi 
sltprise and Colonel Schaeffer knew kil ntries 
‘would be dificult without raising the alarm 


14:52:07, & 
‘Scope took aim on| jaching Chaos Space Marine 
sion the éxoerl marksmen 
ancient power armarathe 
Ssniper’s shot hit thy space Marina and he fall to 
his knees clutchig oat, his screams inaucible 
por Tis ety This We Soe wap. FL 
‘enough tolkil Aim|but Mieltoxins had enlléted his blood 


N +2 Marine layingif the clearing, 


Deer's 4 his opportunity andipusned 


printing past the Conse of 


are.oly the rest of the Last Chancers continued thelr 
forward advance, 


| 
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The headiong rush toward the landing pad. 


the nearby 

"a collection of tates, 

sistract the sentry and he 
direction, 


Gordon plans his nex! mave 
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TURN 1-3 
14:48-14:59 


_— 


+54238 
With the Chaos 
presence, 
und 8 pou 


argets on top of the | 
pe micsile launcher byt 


* 


ea Fi 
land begin to gain access to the landing pad. 


‘ON the other’ side 
Scope, Rocket Gir, 


Graham manages to lose every roll for control of his sentries and wit 
ce of spotting the Last Chancers before they attack. 


Demolition Man prepares to go over the top. 
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LAST CHANCERS TURN 4 
15:00-25:02 


ay be scum, but 
1 scum and I'm 
lll let them die!” 


Colon! Schacttog Ea y) 
A 
aCe aaa 


The Last Chancers start the firefight. 


¢ opened 
Marine: 


piastee! loot, on lf 


ave Brains jump, dowr 
his. position on the tower 
attack him, 
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uaring th 
Hogeve: 


: fs zz 3 
Proves 1 be afalal one, With Warrior Woman and Shiv dispatched, the 
Chaos Lord decides to deal with Brains personally, 


15:01-15;03 
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nel, remember the 
ind quit dancing - t 


‘the demoiiion charg 
‘af the Black Legion a 


closely followed by another Cl 
ang the two Dreadnoughts At 

‘was out of rangeand unable to 
ot the Last Changers butiig would 


the mission, 


The Chaos reserve force arr 


Being the men. in the tower, the 
(Chitos force opened, up with 
rad, All but ope. dhthe 


Jasma pis 
luding @ 
from Sco 
the enemy. 


asaly followed 
Monkay and 
Won Man, ha. scaled 
of the. landing 
ran toward the 
AAs21PWD. As'he sprinted 
Ire tueh euput aft alo 
’ © the \Ciitos "Space Mal 
i ae Belting. both: power ar 
: psi and tne warped bein 


The flanking squad go over the top while the Chaos forces are distracted. 
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Eincers ‘reached the, 


jhe process of 
haos Space: 
«d Colonel Schag 


setting 


ring 


B bioogy and short. it 


ees 9 atch first 
pugs of the atack 
grew ever tore wrat! 
QW foe struck. Invreturn 
Schaetfaggigft one in nal with mis pow 
while Hem§plissed the hulking shy 
him. His previous wounds provgaatog 
the vatiant trooper died - 
“Tile enraged Ox knodked the life 
opponent and) with -anasmme 


Strength ordcegded to throw tha. 
Chaps Space Marine torr th@zo 


gach 


15:03:48 
The victorious 
jumped f 


‘clone| Schaetter 
F onto: the lan 
floor and eng e remains otyt 
jace Marl and Chaps bord 0 
himselt in cl@geyeombat, 


15:03: 
As tho! Bi 
fending. pa nengaged. Chao: 
Sega ing ialeast Chyce’s arc 
na mhcggele 

oo oaile 
Determimeg 10 lop 1 


Maring 


hy 


t;Ghanc 


‘Colonel Schaeffer turns the tide of 


ro 
os 
rath 


in. igsorvey fale approached the 
Space. Marine: 


nd the obje 


at the AA-21 
foyhand:-to-hand 


0 attack by pe 


The struggle to gain 


ontrol of the objective begins. 


reached for hist 


a Sean 
He struc tha first biow 
{he bife of hi x E not enough to penetrate th 
{hick power armor Obfseveries. Bator emoition Man 

Fy Cleese Mir Kp act. te Choe Space M 
of It the only Last 
fas Animal = tml popping tI 

nsword, surrounded by his adversaries 

On the ofher side "Of the 
landing pad “Ox fought 
1 Doth Qnaos. 


hamplai 
oe powers. Th 


the other 


Mie’ brave, Colane 
F furiously, batt 


- orleyout Punds for 
fontning \ claw 
Fohaeter struck 


power sWor 
Ford Ucrattrs erm 
iy all is might 
jl iburied his ove 
within the” Chaos 
prin 


Without pausing for breath 
he wranched his sip 
from therchestof his 

oo and hurried to join 
faltering assault on 
objective. 4 


nally slaying the Chaos Lord 


% % = 


: 


to this alee Ox, 
uilled tho Aspitiog 


Champion whose, 


Bower fist was 
poised ready 10 
‘strikes ance the 
last Chaos. Space 
Marne decided 
that enough was. 
encugh end. ed 


164 the combat where Animal was 
px Chaos Spage Marines, His power 


the last of thal Hang 
Black » Legion 
detcnes torce 
sfall DackPonly 


wy 
Against all the odds (and Gordon's 
expectations) the Last Chancers 
are holding their own 
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TURN 56 
15:04-15:06 


hea 2 


Colonel Schaeter slays the fleeing enemies while Animal completes the mission, 


a 
the ght, 

- an | e vi bers of the Last Chancers sip 

i E Rae ond pilieadieoatne Cr 

oe } 3 ta” & qo tnd tre Godkes of Wet bret 


i d, wit 00 at wh 
Victory to the Last Chancers, but a game enjoyed by alll. landing pad, with no evidence atw 


WARMAMMER 


Rocket Girl tried to work out what was happening on 
the landing platform. She could see @ whirl of 
fighting: Chaos Marines seemed to be everywhere 
she tanked 

‘Dammit! she’ spat at Fingers, “What the frag’s 
goin’ on? 

At that moment, Fingers pointed over her shoulder 
and she looked in that direction. She could see 
1} figures sprinting towards them and she raised the 

missile launcher to her shoulder. 


Hold fire!” screamed Scope from across the woods. 
it's the others!” 


She watched in emnecement as the suryiviiy Last 


EPILOGU 


Chancers" came running back into the treeline, 
Animal virtually dragging the wounded Colonel 
‘Schaetfer with him, 


“Come on!” screamed the psychopathic Killer a8. 
they rushed straight past into the trees. Rocket GIF! 
and Fingers scrambled to their feet and as they 
started to dash down the path, a tremendous 
detonation roared out behind them. A few moments 
later the shockwave overtook them, uprooting trees 
and flinging them through the air to land in a heap in 
the whirling leaves. Rocket Girl looked up, her eyes 
meeting the stony glare of Colonel Schaeffer. She 
gave a wild grin. 


“Gucee we did it then!” 


B I conspired, against, 
he ae hens) Wel. yu 
nae game, but that ust isnt thet 


‘at Warhiammer- 40,000. It i al 
‘thete were clear goodies and baddi 


dita nse 


first tetie, 
sition arming the bomb. To 
pooling caused one 
‘He failed it, which mean 
heen sucha fitting, nero 
for the ‘baddies’ to. win! imal 


ll inthe wien . 
= that’s just boring! And do 


‘ongiitrua scrap aetwe 


laf through 


Watayending with Darth, Vader. si 
L amantioimant Anyway my point ' 
fosing. just about teling a good sto 
afe Never that brightl Don't a 

Jet'your. commander into co 

a 


i's small band of redempti 
fos Lord. The battle played d 


led ower sword for instanea). This type 
‘Last Chaneers ‘expanded rules, is detinitely 
kelly's Herges or the Dirty 
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GAMES WORKSHOP 


FIND OUT WHAT WE’RE ALL ABOUT! ‘ 


Whether you've just picked up your first issue of White Dwarf or you're a vetera: 
hobbyist, our Games Workshop retail stores have something for you. Our stores 
offer demonstration games to anyone interested\in getting started in the Hobby 
and all you have to do is walk in the doors of the Games Workshop Hobby Centr 
nearest you. If you've never tried one of our games betore, then a demonstratior 
battlo le uet what you need to ehow you how exciting the Mabby can bo: Far those 
of you who have tried one of them out, utilize our expert staftto help you get star 
ed in the next game you wish to tackle, 


PAINTING AND SCENERY LESSONS 

Games Workshop Hobby Centers aren’t just about carrying the vast and.vast line 
of our miniatures and games. They're staffed with some of the most dedicated 
hobbyists we could find who exhibit a great wealth of knowledge akin to the grea! 
Techpriests of Mars. All you 
have to do is stop by and ask 
our export team mombore 
about all your habby needs, like painting tips or scenery-building advice. 
you want it, they'll help you figure it out. 


They'll guide you along the path to developing the ckille you need te thor 
oughly enjoy the Hobby. But what is there left to do once you complete 
painting your army? Each Hobby Center hosts Veteran Nights, where 
people can bring in their own painted battle forces and test their talents 
as @ general against other hob- 
byists in their area. So what are 
you waiting for? Visit the Hobby 
Senter nearest yuu tuday! 


EATON CENTRE 
218 Vooge Steet 

ALBERTA Toronto, ON MED 2110 
OPEN SUNRIDGE MALL (416) 977-4683 


WOME 2525 36h Steet, 288 
Calgary, AB THY 5T4 
(403) 590-7731 
KINGSWAY GARDEN MALL 
109 Princess Ekeabeth St 
Edmonton, AB TSG 206 
(780) 474-7166 


CALIFORNIA 
‘GLENDALE GALLERIA 
2148 Glendale Galleria, 40-5 
Glendale. CA'91210 
(618) 242-4493 
CONNECTICUT 
WESTFARMS MALL 


ass )Westtarms Road 
0 , CT 06032 
7 (860) 521-2280 
r ILLINOIS 
CURNEE MILLS MAGL® 
(6170 Grand Avenue 


Gurnee. iL 60031 
(847) 856-0885, 


8137-42 Honige Boulevard 
‘Write Mah, MO 21236 
(419) 838-2008 
QMICHICAN 

GREAT CROSSING 
4940 Baigwin Road, Suto 7221 
ar 
t i acn708 


c ‘TOWN CENTER 


18900 Mic #203 


+300 Borough Drivel 
Scarborough, ON MIP 4P5 
(416) 290-0041 


Games Workshop Hobby Centers are popping un all over the place! Don't helieve us, just check the list below for a list of 
all the ctores we have in North Amorica. If thero len't a ctors near you now, chances.are there will bo one coon! 


ys TWELVE OAKS MALL a 
27500 Novi Road, #263 
‘Nort Mi 30977 
(248) 980-8232 
NEW JERSEY 
CHERRY HILL MALL 
2000 Route 38) #1200 
CChenry Hil, Nd 08002 
(856) 663-3303 
NEW YORK 
WALDEN GALLERIA MALL 
1 Galleria Drive, F217 
Cheektowaga, NY 14005 
(716) 651-9440 
GREENWICH VILLAGE 
‘54 East Bh Stroot 
Now York, NY 10008 
(212) 982.6314 


NORTH CAROLINA 
_ NCoNcon NS aia 
13111 Concord Mis iva, #422. NOR 
Caress. ne aber 
oe 
PENNSYLVANIA 
UANGN MILLS MLL 
coon ns cree in 
Phase, PA tse 
ase 
TEXAS 
carts 
Booey Gr 4) 
os oc. 
fejewcoea 
‘VIRGINIA 
Feronec mis mau 
abso te Cree 
odige VA ctee 
on access 
SPRINCFILD MALL 
Eee ees 
Speis A aeic0 
‘rosso 
WASHINGTON 
SUPEANALL OF THE CHEAT NW 
110 Seal Vy 138 
Aubum, WA 98007 
ee 
ALDERWOOD MALL 
$000 fea] rm ava: 
‘wrageyexo-sies 
a 
i 


Take a trip out to sunny Sant 
Maria, California and stop int 
Every d 
you can get In a game on ary 
‘one of their five gaming tables 
In addition, every month th 
tun a tournament for eithe 
Warhammer,  Warhamme! 
40,000 or some great painting 
and scenery clinics. As you 
read this, their Mordhei 
tournament should be kicking 
off, so sharpen those swords 
polish those hucklars and hi 
the streets! 


is 
definitely one of those 
stores you want to visit if 
you are looking for a 
game. Every month they 
hold a Warhammer and 
Warhammer 40,000 


tournament. In addition to open gaming they've got the 
Mordheim campaign every Thursday. Blood Bowl on Friday 


and Warhammer 40,000 on Saturday! 


ROGUE TRADER 
——— 


in on Saturdays 
and geti 
a game of Warhammer 
Warhammer 40,000! Not su 
which system you want to pi 
then come in and ask for 
demo. Give them a ring to fi 
out what events are going on] 


Stop 


—_— — 
ROOUETRADER 


Stop by and get swept up in the 
Games Workshop excitement! Start off your army on the 
right foot by joining in on Monday night painting sessions 
with mutiple Golden Demon winner Drew Williams! Trade 
painting tips with all the regulars and make your army 
shine on the table-top. 

Then put your force to the test with open gaming every 
night! By then you'll be ready to hop into any one of their 
leagues or youngblood leagues that they'll be running on 
the weekends! 

If you live in Columbus, Ohio then you owe it 
to yourself to stop by and check this store out. 
Give them a ring and find out what events they 
running today! 


t - ‘more ifoemalion and event confirmation. 
( JANUARY 


KJG Games Group of California 
BY Warhammer Tournament 1/1/00 - 1/2/00 
‘Start the new year off right! Call 805-614-4263 for details. 


FEBRUARY 
Grandmaster Games & Hobbies of Massachusetts: 
Colossal Warhammer 40,000 Tournament "GT Style” 
1500pt armies battle it out for fabulous prizes. Top player 
‘wins a special preview release of the new LANDRAIDER!! 
For details call 508-994-5474 or email - 
heyou@grandmastergames.com 


| Tired of having no where to shop or play? Take 
a walk on down to and their 4,000 
sq. foot Arena is set aside exclusively for 
| amina! They have open gaming every night 
| until late, and there are leagues starting up all 
| the time (just check their event calendar)! 


Epic Worlds of California 
Warhammer Tournament on 3/4/00 - 3/5/00 

‘Warhammer 40K on 3/11/00 - 3/12/00 

For details call 831-655-1150 

"Come get ready fr the Seatle GT and win a chance for great prizes!” 


ROGUE TRADER ROGUETRADER ROGUE TRADER ROGUE TRADER 


UNS bol L LAN PUL 
There can be only onc! 
For the first time ever, Games Workshop decided to gather the finest 
rs under their employ and determine who was the best of them all, 
winners of Staff Tournaments from around the world gathered in the 
UK to bash it out over a weekend of frothing gaming a 


‘THE BEST OF THE BESTI 


Each year, the various branches of Games 


sey aiid the Word Wold Stall 
That way everybody can get their 

workers and grab a 
in the process, Until 
fhe tournament process 


gaming fix 
small amount of office 
this year, that's as far a 
would take any player 
Now that has all 


changed with the initial eS 
running of the World 
Staff Tournament 

WHAT AI 


tenn use the ena 
Tro the "Ais 

‘Wonderland stone 
inspiration fo i 


their 


J 


Winners of the Staff Tournaments of each branch 


faces to the UK. There they would take part in a 
grand competition two determine the overall 
The Command Squad (pardon me for this outburst) World Stall 
below is from Eas Champion. North America, home of both the 


wited to bring their armies and their 


Tallarn Desert Raider United States and Canadian GW Headquarters, 


stop Tee ohomer ot} had the good fortune of ending four of aur finest 


infantry ta employs ts players overseas to test their mettle 
truly staggering when § 
Tad out om the table! SCOUTING REPORT 

a So who are the skilled recipients of those 


invitations. The four representatives of our proud 
ninent were Glenn Harris and Nick Pruiksma 
te Warhanmnes akke, akwns with Bal Sprctehgue 
and Miles Holmes to fight in Warhammer 40,0 


Glenn's Bretonnian army is a true masterpiece of 


perennaliratina He teed thle army tre take the 


F Chesire at sees 
te compe has a legendary reputation for turning out 
“Cems maily | spectacularly 
4 Lone apparently has as much enthusiasm for 
Se Tf playing as he does for painting, since he 
took top honors in the Canadian Staf 

Tournament to make his way to this tourney 

Nick Pruiksn 
Canadian Warhammer playing staf 


inated Ultramarines, He 


é 
t 


p 
AY 


20k the honor of 


on bis shoulders. His Dwarfs were 


set to take on all comers in this 
one-weekend free-forall 


THERE AND BACK AGAINI 
Once everyone had assembled in 
the UK, the fight began. Sides were 
taken, lines were drawn, and many 


a dics fll in tne Irae of 
battle, When it was all said and 
done, we're proud to announce, a 
coupie of our emissaries ended up 
near the top of the charts. Glenn 
Harris was judged to have the best painted 
Warhammer army in the world. Ed Spettigue 
pliced Ard overall inthe Warhammer 40.000 
standings. While Miles Holmes outdid everyone by 
not only being awarded the Best Army award, but 
walking away with the 


Miles Holmes (lef 

the pond own 0 
‘one of the most 

beautiful Utramarines ) 


ing to have the 
Le Mesure seeing. 


overall Warhammer 40,000 Championship 

championship last January and since thea has as well, Look for further 
retooled a couple of his units of Knights to be even details and the complete 
more impressive than before. His entire army's fallout from this. grand 
based off the imagery from “Through the event in an upcoming 


Looking Glass” and “Alice’s Adventures in issue of White Dwarl 
Wonderland.” There is a 

vos in his army 
representing each suit of 
playing cards. Not to mention 


and one white, to represent 
the chess pieces from the 


Ed Spettigue has amassed one 
of the largest collections of 


Tournament saw him flood the 
field with not only his giant 


squads of Tallarn De 


ween in chieel “Ades poneianee 
olay we ponte 
Miles Holmes, the 40,000 seNaee 


representative from Canada, he 


Here at the Games Workshop Headquarters the charred streets of Mordh 
ran red with blood and the screams of the dying reverberated from building 
to ruined building. We all felt the tug of greed on our hearts to gather as 
much wrydstonc as possible and give all our co-workers a good bashin; 

This is the chronicle of six weeks of riches, glory, and undignified defeat... 


Searning Gow to Tap! 
For those who had’ not yet played a 
wanted to get a handle on the rules, fine tune 
their warband, and of course get some first blood, 
a few quick scenarios were run, These proved 10 
be great introductions before the main event! We 
heartily recommend a few practice games before 
entering a campaign 


Starting te Seague 
Beiskcver pich the baucs began 
aed : 
Tunch breaks, afer work or inthe confor: of your | 
cw Howie, tales of, shinning victories or 
horrifing defeats began o/ehreulote around the 
halls of Games Worlabep. Pirteipanrs could play 
os many games ase WeB and record the 
results and their correewarband ratings oo hadi 
our who was a the conf tic heapt 
Posters and flyer, like “Ye Gien Burnie Ganene 
were posted at heavily traveled areas to let players | 
father flews of creas, Kove shullengoty and kt 


Getting Started 
With the excitement of Mordheim 
looming over us. who could resist 
the urge to tear open their copy of 

the brand new game and start 


painting « warband worthy of 
battling it our and grabbing all Tree Pm eg beers gael | 

, the wkstone fucthemeetet — Player League Night. What better way wo gct 
“ = favolved than to participate in the devilish (and — | 
Hue pivah Toa ¢ Bet Pepa for the oggenous) Thursday night events 
<i taining ish eines BOE Perera | 


are great way to set 4G Smits were paiber 
> devoted to Sada 

wetting a few barn | 
licks of paint on 

those fantastic 
Hew modole. Thix waa "a wom 
hance to sit around with friends 
hurl insults and challe 
just relax after a hard day of work! 


With everyone having a warband 
that looked like it had been 
scratching out @ desperate 

ready to 


search the crumbling city for 
fortune and fame 


sfirst vent: 

Might of Be Living Go-Go's! 
What better way to start off the first 
Mordheim League Event Night than with 
hordes of the living. dead! 

ed to find wyrdstone among the 

ruined buildings, a zombies 

+ hocrors shambled forth from 
hic 


pea soup, Using dey ice 
dropped into a plasticbotomed well 
created a spooky atmosphere and a 


roving bands of zombies but cach other. AS one player 
discovered a chunk of wyrdstone, two more would try to 
grb it for themselves! Fortunately, if you survived the 
‘onslaught your warbana would be greatly rewarded. ach 
piece of wyrdstone found could be added to the warband’s 
stusb and to your 
actually green candy, 


iy! All wyrdstone counters were 


Second Coent: 

Be Came grom che Welt 
Only trouble can come from a huge 
amount of wy 
bottom of a we 
Mothesm 
revealed stash of The One-Eyed 
Wolves, one of the richest warbands 

in the city who 


at took part 
ie wrought 


sprung from 
dismay of the greedy warbandst Cries 
fand laughter) were heard as 
henchmen were swallowed whole by 
the beasts and brave men who 
witnessed the horror ran for their lives. 


Hid vent: 
The Mative’s are Resthess THE 


fd. anwered by | NATIVES 
jes of a group of =) 


the lawless 
supposed b: 


ARE 
RESTLESS 


head hunters stumble across 
the reason for the recent 
atrocities « a mob of 8 

up residence in the ruins! This event featured a 
soundtrack of Tribal Drums, Tarzan screams, and jungle 
ses as players defended themselves from the 
greenskinned onskiught! 


Fourts Event: 
Where Nour zrien? Can Be Nour 
Gum! 

When news ofa crtpplcd’ pieces 
washed up into the docks due to recent 
flooding begins to circulate around town 
rumors begin to spread that it belongs to 

sth 

i Scour 

Wwarhand wouldn't jump at the chance to 

foot a ship full of pirate booty? With 

special rules lke the use of rafts 
to cross the flooded river and 
“landlubbers” (because 

everyone knows warbands 

: " a was 4 success, Don't forget 

: “ . ry the dastardly pirates led by the 

fearsome Captain Redbeard, his 
yun patie, Bashante an) Thee “Orelhe 
Sea Monster that drug many an unfortunate soul 
to ts underwater lie! 


wifes Rent: Trick or Treat 
With Hallow ‘of Mordheim 
took on a more sinister feel, An unexplored area of the 
coins were @ocorered and. weaaice 
hungry warbands descend on it like fies 
1 a corpse. Unfortunately, evil was also 
nt. Warbands could explore the 
Collapsed huuidings freely and draw 
fron a deck of cards upon entering. A 
red card represented a “treat”... chest 
fof treasure for example, But whoa to 
the player who pulls a black card. Th 
trick” could be anything. from a sre 
of slavering ghouls to Jack the Ripper 
‘or the Gest Purspling 


inal Lyent: MordPeim Plapoffs 
For all warbands that survived the horror 
that is Mordheim a final test awaited 
them, Skiven spies have been spotted 
scouting out the city and rumors spread al 
a massive aemy on the march! ‘Twelve 
warbands with the highest ranking 
will have to stand ground against a) 
1,500 point Skaven army 
amount of time will become the Staff League 
Champion! Who is going to win this honor? 
Check Out nest months issue! 
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GAMES WORKSHC F 


es 
es 40,000 Army Collecting Card 


The Warhammer 40,000 Army Collecting Card is a great way to help you build your army and get you some cool stuff 
at the same time! All you have to do is go to your local Games Workshop Hobby Center and buy squads for any 
Warhammer 40,000 army you chose to collect. Every time you buy an appropriate squad you will receive a sticker in 
the appropriate box. If you fil al the squad boxes 

you will be able to buy your next Army Codex at 
half price. Each squad you purchase and bring 
back to the store painted you will receive 
another sticker. If you fill all the squad and 
painted boxes you will get a $20 Gift Certificate 
FREE! if you also got a sticker in both the Battle 
Force and gaming event boxes you can get a 
| 0 blister for FREE! 
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Rd Angele 


Dreadsought 4, v 


F Dreadnought close §ombéh Dresdnought close combst 
eapon and sieltsgd sreapoe- vod cary fhe 


‘One of the oi 
Founding Chapters, 

jought the eneme 

ankind for ten long millenr 

the 


carcerated in the adamar 
sarcophagus 


with the enemy. 
Js fitted with 
Dreadnou 


A Firioso, supporiél by 4 Dreadnought equipped 
‘with a multi-meltc ayes through dense terrain 


Veteran’ Blond Appel commander 
Cordon’ Davide. has 


special character 
MEhocen. Notice the 
Weky Sliver on the left arm, 


Eyen the hand-to-hand skills of Khorne Bermerkere 
7 {or 4 Furioso Dreidaought 


“It was upon the field of battle at Clhmorgs that the mighty Capt Mori fel. dfcoding the ridge against the despicable 
Fila, Many were his wounds and the Suigsisary Priests were at 4 loss to heal him it was that M 

in the sarcophages of the Furioso Dreadsought built by brother Morleo, at were Beliphoo. Dario aed Amercito before hia 

Upon gaining this new strength, Moriar was-struck by visions of Sngoinvs. his own near-death state triggering the Blick Rage 

arvived the Blick Rage, buogering for battle and death The Red Thirst grips 

suit 90 thar Re may partake of the wital liquid and 


lovist wot inteed 


Heroes of Liyced ~ A study of the Dreuduoughes of the Adeerus Asurics Blood Angels 


BLOOD ANGELS DREADNOUGHTS IN WARHAMMER 40,000 


- as : ih 


Available now for $235.00 CDN $175.00 US 
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Town Cryer 


Prblshed on the first Angestag of ech Mansi 4 Croats 


BLOOD ERUPTS 
IN THE STREETS 
OF MORDHEIM! 


K 


Fountains aa Blood, Seuunorns Trees, ‘Stara! of Flies, 
Screaming Walls, and Earthquakes. 


Strange happenings are afoot was butchered almost to a the “White Wolves’ reported 
in ye ruined streets of man. The only survivor swore an earthquake that seemed to 
Mordheim. Warbands afl over that the ancient trees came emanate from the crater’s 
the city have reported strange alive and slaughtered the very center. Captain Kurt 
occurrences a5 if the city has warband before devouring it.  Whitebeard boasted that the 
taken on 2 life of its own Could it be that nature itself warband was only saved from 
The Marienburg warband — Ting against humanity? —lling- masonry by his keen 


‘The Heralds of Free Trade’ The Middenheimer warhand  °09 and the strength of his 
ee ie Mien band brave men of the north 


Middenheimers 
come in search of 
wealth and glory 
The fierce men of the City 
of the White Wolf have 
come ta Mordheim to prove 
that their contender for the 
throne is stronger than his 
unworthy rivals 


YE STORY - PAGE 4 


The zealous Templars J A Jook at ye ficrce Recent sightings 
igmar, the Witch of the north J 2 er lool of ye 
Hunters, arrive in) curtenily exploring goings Skaven w 


the city to vanquish} the cursed ruins of | ”'on in the city The Blick: Shields 
the tainted Mordheim. 


Ye Guest 
LVitor Speags 


This month's issue Also gracing our thoughts and 
of Town Cryer rolls humble organ this consider the plight 
off the scriptorium month is Mark of our noble editor 
benches during our Bedford's Skaven as he battles alone 
editor's annual Troll- warkand. Mark's against Trolls in the 
hhunting expedition modeling masterpiece cold and comfortless 
to the Chaos Wastes, displays this young northlands. Think. 
Fear not for our designer's talents to how pleased he 
hero's safety - it's their inspirational would be to find, 
the Trolls I feel full. Doubtless, many upon his return, 
sorry for - and be an unwary traveller your comments, 
assured that Tuomas will be tempted onto submissions or 

will return in time the path of queries for the Town 
to write next rodentine furriness as Cryer. For the sake 
month's editorial a result. of our hero, write 


Tn the meantime we And for the iat 


invite you to feast adventurous we delve Town Cryer 
your blood-shot into the architectural Games Workshop 
eepers upon anarchy of the ruins Willow Lane 

this month's of Mordheim with Lenton 
pulchritudinous modeling features 

pages. We have the and. yet further roles 
new Witch Hunters for the game itself, 
sculpted by Dave 
Andrews and whilst 


Nottingham 
NG7 2WS 


Before you enter the 
: City of the 
sci een Damned, think 2 


especially zealous, _-_Damacd thnk 
Sigmarite Sister leet Sigoar e 
supremo Bertha cir your Bak 
Bestrautrung by 5 \ 


Gary Morley. Bee 


eet x. 
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BURN THE WIT¢ ae 
Brian Lang a detailed look at the 
warriors available to a Witch Hunter 
Captain and how to get the most out 
of them in a game of Mordheim. 


NEW IN TOWN 8 
‘The Sisters of Sigmar are reinforced 
this month with the arrival of Bertha 
Bestraufrung. To guard her are the 
new Sigmarite Matriarch and Sister 
Superior, Also seen in the ruined city 
is the powerful Warlock. 


MEN OF THE NORTH. 10 
The fierce warhands from the eity state 
of Middenheim take to the streets of 
Mordheim this month: These warriors 
re ay strong as Ogres and have a well 
deserved reputation for ferocity 


RANDOM HAPPENINGS 12 
Mordheim is_a dark and sinister city 
and dangers Turk around every comer. 
Mark Havener and Tim Huckelbery 
‘explain how these. dangers can be 
introduced to your battles. 


MORDHEIM ARCHITECTURE 18 
In our third feature on Mordheim 
scenery Nick Davis shows how he went 
about building barricades, and he 
) assembles the buildings from the new 
Blood on the Streets building pack: 


MORDHEIM SHOWCASE 22 


A selection of Mordheim vignettes by 
Sees, Matthew Parkes 
BLACK SHIELDS 3 


look at how Mark Bedford assembled 
his Skaven warband, 


ah 
LOI 


aay mi i ang AAT 


As Soon as | received a copy of Mordheim | 
immediately knew that my loyalty would be 

Best and foremoxt to the Witch Hunters of Sigmar. 
eyes of the Witch Hunters everyone is suspect, every 
deviation from the norm a potential sign of mutation, every 
muttered word is sure to be blasphemy, In the lands of the 
Empire, Witch Hunters serve as judge, jury, and most 
especially executioner. Before every game of Mordheim it is 
important to publicly denounce your opponent. Perhaps 
their haircut shows definite Chaos influence or you suspect 


In the 


that they utter heresies in their sleep, or maybe their eyes are 
just a bit too shifty. Whatever the reason make sure they know 
that they are about to get a taste of Sigmar's wrath! Ifa crowd. 
athers itis your sacred duty to stir them up into a hysterical 
frenzy. Getting them to chant “Burn the witch?’ or "Repent or 
die!” is always a good tactic 


ites Gunter Captains 
Witch Hunter Captains are not the most fearsome of fighters 
The dark pits of Mordheim have vomited forth all manner of 
creatures which can tear a Witch Hunter limb from limb 
(Wampires, Rat Ogres, the Possessed). As a result, Captains 
have been forced to learn guile 


It matters not whether a heretic is killed by a sword or by a 
carefully targeted crossbow bolt. As a result many Captains 


mar who can soon 


rouse up a crowd into a vengeful mob. They are universally dreaded, for 
everyone has something to hide. Now that the Grand Theogos 
mmar’s punishment on the City of the Damned, they have come 
to destroy his enemies with holy fire. 


t has 


(BS 4) prefer to climb to a rooftop and target the enemies of 
Sigmar from a distance. Hopefully they can weaken the 
enemy with missile fire before utterly destroying them in 
hand-to-hand combat, 


Sitch Guncers 


Like their Captains, Witch Hunters are often most useful 
Wielding crossbows at the start of the battle and then moving 
into combat with sword and shield later. It is best to focus 
your fire to take a single enemy out of action ¢ 
lightly wounding several. Witch Hunters Heroes ar 
after the battle as they are during it. This is because euch 
character that is not taken out of action during the battle 
allows you to gain a roll on the Exploration chart (pg. 135) 
More characters = better treasure! Further, each character 
can make one roll to uy and purchase a rare item (pg. 146), 
More characters = more rare items! Players who enjoy 
sniping at the enemy from the rooftops will enjoy fielding 4 
Witch Hunter Captain and three Witch Hunters all with 
crossbows. Those who prefer hand-to-hand combat will 
probably leave the Witch Hunters at home and bulk up on 
Flagellants and Warhounds. 


Gites Gunter Gatred 


Nothing angers a Witch Hunter more than an enemy 


as useful 


Bron, 


A study of ye warbands of the Order of the Templars of Sigmar, also 
Known as the Witch Hunters, and their presence in the City of the Dameeds 


By Sigmar's most humble worshippe? and scribe Brian Lang , \ 


who dabbles in the dark arts. Witch Hunters have the 
handy ability of re-rolling any missed attacks during the 
first round of combat when fighting magic users, Keep in 
mind thar this is @ rare occurrence. When it happens say a 
quick prayer of thanks 10 Sigmar, bur don't plan any 
grand strategies around it. 


Parrior Pricsts 
WarriorPriests are also rather average fighters. ‘Their 
significance depends entirely upon which prayer Si 
deigns to grant them. All of a Priest's spells require him to be 
in or near hand-to-hand combat. As a result he is often the 
first character to receive armor and should always. be 
equipped with a sword (for parrying) and a shield 


Priests who are blessed with the Hammer of Sigmar often 
carry two Weapons as well as a crossbow pistol (which grants 
A free attack during the first round of combat), This allows 
the st number of attacks to benefit from Sigmar's 
blessing. Warhounds should be kept near a priest that has 
Hearts of Steel when facing a fear-causing opponent 
Warbands with crossbow wielding Witch Hunters receive 
great benefits from having a priest with the prayer Soult 
The Witch Hunters climb to the roof of a building, The Priest 
guards the building from the ground. Anyone who wants te 
fight the Witch Hunters has to fight their way past an 
exploding priest! This prayer is especially effective because 
anyone who comes within 2" of the Priest is required to fight 


him (pg. 26) 
and hence remains 
Within range of the prayer 

This means that a single 
model can guard a 7" wide 
street. Any enemies who attempt 
to move past the model will 
automatically be drawn into combat. 


Priests who are gifted with the Heali 
travel in the middle of a large Henchman group of Wathounds 
or Flagellants, These unarmored henchmen are often in need. 
of healing and by keeping them in a big group all of the 
injured can benefit from Sigmar’s Healing Hand 


Those blessed with the Armor of Righteousness often decide 
to battle with fear-causing enemies, Be sure to cast the prayer 
the round before charging or being charged by a fear causing 
opponent (this is the only round in whic 

The incredible armor of the spell will serve the Priest well as 
he attempts to battle some of the monstrosities lurking, in the 


streets of Mordheim, 


silagettants 
Flagellants are the mast expensive troops inthe Witch Hunter 
warband 0 are usually purchased only after you have the 
maximum five Hounds and 25 many crossbow-wlelding Witch 


Hunters as you desire. They work well with a mace and a 


Pe ii ” 


Less 


hammer. The extra attack 
(er likelihood of stunning 
someone is the best bet 
(statistically) for combat 
effectiveness. Crazed Flagellants 
are obviously great for handling 
fear-causing opponents, but they 
fare also useful for sending off alone 
as they automatically pass All-alone 
tests, Finally, itis every Witch 
Hunter Captain's fervent prayer that 


and gre: 


a Flagellant might someday receive 

the The Lad’s Got Talent advance 
and become a Hero. If your 
Flagellant ever does become a Hero, 
protect his life at all costs (with the 
skills Resilient, Step Aside, etc.) and 
buy him Mad Cap Mushrooms. Even if 
he becomes Stupid as a result he will pass all of 
his Stupidity tests! 


Seatots 

est and mioet siusnesous of Signs’ followers are 
religious aealots. These-peasancs work well equipped with s 
dagger, mace, and a shorbow. With this equipment they can 
Thicke srengah is fn numbers 


The we 


Witch Hunter 


Captain 


e 


——— Vurn Be Geretics! 


Sarfounds 

The great black Warhounds of Sigmar are some of the mast 
cost effective troops in the game. For only 15 gold you ge 
M6, WS4, and S41 Every warband should include as many 8 
possible, Never send them alone (chey wil fll their Al-Alone 
test) Or npainesfour-causing opponcnts (unlcss Hey 

4 Priest with Hearts of Stee! or the Caprain), Otherwise run 
them in a big pack or pair them off with your charscem 
Regardless, they are some of the cheapest and best fighters in 
the game. Hounds should always Be used to bulk up 4 
wwarhand to atleast nine members, A warband with less than 
mine members takes 4 Rout test ater just ewo members a 
taken on af action, while x warband of nine oF more can los 
three before talcing the test 


Snto the Ruins 

The infamous Witch Hunter Captain Justus Laut leads my 
Witch Hunter warband, Laut is a hard man who is incoleant 
of error and has nto concept of mercy. He and his two Wit 
Hunters, Lukash and Dieter all use crossbows forthe fist few 
turns ofthe battle, They concenteste on taking one important 
While the Witch Hunters snipe, Isaiah the Sigmarte Warrior 
Peiest leads a pack of snarling mani and cha 
Flgellants imo the heart of the enemy Laut and the Witch 
Hunters only enter the fray to finish off the enemy 


ae 


Zealot 


absolutely necessary. It is ber ? 
‘and live to fight another day with only the 
loss of a few Henchmen than a Hero 
being kille 


Laur and the Witch Hunters are very 
interested in learning the Quick Shot skill 
that would allow them to fire th 
crossbows twice every round. Dodge 
‘would also be useful, as the Witch Hunters 
are likely to be the ta 

missile fire, Isaiah the Priest is more 
interested in skills that will keep him 

in the thick of fighting such as Step Aside 
and Resilient. 


After each battle 1 replace any dogs or 
Flagellants which die and save money to buy 
armor for my characters, There are also a few 
its of miscellaneous equipment that would be 
useful to my warband. Justus is interested in acquiring a Holy 
Relic; Isaiah seeks a lucky charm, hi ind Warhounds 
to add to his pack (which effectively increase the number of 
members in the warband beyond 12). If | have any money 
remaining I would consider employing 4 Hired Sword such as 
the Elven Ranger or Halfling Scout. 


If the powers of darkness ever manage (0 kill Captain Justus | 
will certainly nominate Isaiah the Warrior Priest to take his 
place. Isaiah has the same profile as the Witch Hunters but with 
his spell he is more likely to be in the thick of 

combat where a 6" radius Leadership 

‘would be of most benefit. 


The short. 
fat litle wirard ran 

fits chubby fingers through his 

gressy «hai He chuelded to 

<<) himself remembering the look on the 
face of the Flagellant who he had turned 

fato a human torch with the Fires of 

UZhul. The fool most have thought himself 
ddemned to the flames for his sins. heh, heh. 


ers fad ambushed isn 

Yon Three Copper Lane and had been after him ever 

since He could hear the barking of their Blasted hounds 

‘wo'stiects away s0 he knew he was safe for the moment 

As he stepped into the street, the ast thought to_pass 

theough ‘his heid was, “There's no chance they/ll catch, mel” 
1 crosbow bolis pinned him 10.2 wooden val. 


‘The four facele 


s Witch Hunters descended from the roofs to 


finish theit task The litle man was + Tong time dying and only 
fear the end did he stop crying His rotted body now bangs 


from a pole on Wainwright Lane 3¢ 2 gruesome reminder t0'thos 
who unde 


ratimate the reach of Sigmar’s strong right arm 


MTree 


Sarfock 


There have always been 
those who use m 
witches and wiza 

wise women and 
warlocks. But as every 
scholar knows, all magic 
is dangerous, for it 
originates from Chaos, 
the source of corruption 
and change. Indeed 
during these times 
sorcery is illegal andl 
punishable by death. 

Stil, itis not difficult to 
find employment if you 
are a Warlock, for many 
are willing to take the 
risk of persecution by 

the Order of the 
Templars of Sigmar 


Sigmarite 
AMatriarch 


The Sigmarite Ma 
are answerable to 
High Matriarch of the 
temple, Each must lead 
a warband of Sisters in 
frequent searches of the 
city in order to purge 
the ruins. Matriarchs are 
» by a zealous, 
nto the Cult of 
and a relentless 
redeem the Sisterhood 
in His eyes, 


Bertha 
Sestraufrung, 
Big8 MatriarcB 
of tBe CisterBoop 


The pure blood of the 


q 

golden plaits 
and fierce blue eyes 
hich can freeze a 


with an icy glare. ven 
hairy-thewed : 
trembling wretches, In 
batle she fights with wo 
‘great Sigmarte 


Sigmarite 
Sister Superior 


The Sister Superiors are 
the long serving 
priestesses of the Cult 


Any peril 
or foe that may lurk in 
the ruins of Mordheim 
is as nothing compared 
to the wrath of a 
Sister Superior. 


‘A terrible place of nightmarish ruins, where death awaits in every shadow. 
Here hardbitten warriors stalk through the crumbling palaces and twisting 
strects, fighting and dying for the promise of riches and fame. 


vailable now, the boxed game contains everything you need to start your 

warband and fight battles in Mordheim. Ther: nds and a 
whole host of card ruined buildings so that you can create the ruined streets 
of Mordheim. The comprehensive rulebook describes cight different 
warbands and a vast array of weapons and equipment. There are also rules 


for running ongoing Mordh 
campaigns as well as incl 
hired swords and special 
characters in your warband. 


‘The Mordheim boxed 
game contains: 

* 10 plastic Skaven 

+ 8 plastic Mercenaries 
+ 176 page Rulebook 

+ City Ruins 

+ 6 Dice 


Sin mae 
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In power and influence the city state of Middenheim is second only to the 


capital, Altdorf. It is the ci 


Cis tea te of wnroiting war cli sf, 


violence, and famine. A time of orphan 
children and wanton slaughter. For warriors these are good 
times! Since the discovery of wyrdstone, Mordbeim bas 
become a magnet for figbting men from all over the Empire. 
Nobles, merchants, and the Temple of Stgmar itself offer rich 
rewards for shards of the one, Foremost 
imongst the patrons of mercenary warriors are the three 
mast powerful contenders for the Emperor's throne: the 
Grand Prince of Retkland, Lady Magritta of Marienburg, 
and Manufred Todtbringer, the Count of Middenbeim. 


ysterious 


Middenbetm stands on a mountain pinnacle surrounded by 
dark forest in the center of Middenland and is also known 
‘as the City of the White Wolf after Ulric, the old god of wolves 
and winter, The priesthood of Ulric is still strong in 
Middenbetm, where Ulric is venerated as the patron of the 


werchands fromm iddentein 
Fights agains, the Jog forces of 


the Undead ¢ 


of the White Wolf and center of we 
god Ulric. The men of Middenheim are as strong as Ogres 
deserved reputation for ferocity. 


p for the 
and have a well 


city, The tradition of rivalry between Middenbetm and 
Reikland goes back hundreds of years and both bave their 
own candidate currently vying to become Emperor As a 
result there bas alu tion between 
Middenbeimers and the Temple of Sigmar 


ss been a great deal o 


Middenbeimers are typically large, strongly built men with 
@ well deserved reputation for ferocity. Many wear wolf 
pelts which custom decrees to be the mark of those who bave 
slain @ wolf with their own bands. These grim warriors are 
famously contemptuous of danger. They frequently go into 
hattle hare-beaded, scoffing at those who choose, for reasons 
of good sense, to wear helmets. As Middenbetmers favor long 

beards, their lack of beadgear makes them look 

fierce when they charge at their enemies, bowling 


Middenbeim Middenbeim #Foffowers of 


Mercenary Mercenary 


a= ce the Bite Worf 


The fierce men of the White Wolf 
hhave arrived in the city. These 
mighty men are here to prove their 
ferocity and skill at arms as well as 
the Count of Middenheim’s 
worthiness to be Emperor. 


Middenbeim Middenbeini 
yourgblpds Champions 


White Dwatfer Nick Deg Ronbimer 
wert The Wty tee a 


by the infamous eeptain Kur Miaebeard, 


relied upon 


These rules represent the weird and 
wonderful things that can happen in 
Mordheim which are beyand the control af 
players. These rules re intended to be optional 
and shoukl only be used if agreed on by all 
players taking part, To determine if a random 
encounter o¢curs, roll a Dé at the start of each 
player's turn. A result of 1 indicates 
random encounter. Roll 2 D66 for the 
m the chart 

elow to see what exactly is 
encountered and follow the 
directions, The player whose 
tum it is places any models 
that represent the encounter 
and they will actin each of bis 
tums (that player doesn’t 
control their actions though, 
see the individual descriptions 
10 see how the models act). This 
player is known as the 
Encountering Player’ 


Tewas'a hot 
afternoon and 
sweat was dripping 
down the back of 
Reinhold'scollar, 
drenching the shirt 
he wore under his 
leather jerkin, “Why 
"this damnable 
place have normal 
‘weather? I's the middle of 
winter, for Sigmar's sake. 


His companions ignored him, too 
‘aught up in their own misery to spend 

any time on his, The best way to beat the 

heat was to concenteate on the task at hand, 
collecting, the precious wyrdston 

about what they could buy with the gold if they 
happened upon.a motherlode 


‘Asshadow quickly covered the stféet and the 
warhand members lookediup to determine the 
jure of their apparent salvation, Dark clouds no 
covered! the sky. Instead of elation at the sight 
however, the warhand members found themselves 
filed with dread. These clouds had sickly, 
tunnatueal look to them. They were a putrid green 
color and appeared bloated with some foul fluid 


Whar how?" Reinhold asked, voiking thie question 
that was in every man’s mind, 


With z'sound like the sereams of the damned, the 
clouds opencd-up and w yellow rain started tll. As 
ic touched flesh, the liquid hissed and burned. As one 
the warband members ran Velling into the caver of a 
nearby: Building, Mere steps from the safety of an ope 
doorway the newest member, Manfred, fell te his 
knees and began sereaming. tearing ar his flesh. From 
the building the other members watched as Manfred 
pitched face forward into the dirt Of the road and his 
sereams-died 

Klaus, the’ largest member of the warhand: turned to face 
Reinhold, a pained look on his battle-scarted face. “You 


hhad to ask, did't you? 


2 


Mordheim is a dark and sinister city - dangers lurk 
around every corner. Even the basic laws of nature cannot be 
Mark Havener and Tim Huckelbery explai 
dangers can be introduced to your battles. 


how these 


even though random encounters will frequently affect only: his 
opponent or both players indiscriminately. The models. that 
represent a random encounter must all be placed within 6° of 3 
randomly determined board edge and they will remain within 2° of 
inother member of their group at all times, Random encounter 
members must be placed (and will remain, unless their deseription 
indicates otherwise) at ground level in the open. The Encountering 

yer places the models representing the random encounter, but 
note that they cannot initially be placed within 12" of any 
warband models, 


After being pliced, many encounters will travel as quickly 
as possible (without running) towards the nearest warband 
model. For this purpose the nearest model is the model that 
the encounter can reach most quickly and encounter models will 
never climb the sides of a building to get at a 
warhand member, What each encounter does from there i listed in 
its description. Nose that charging models will engage as many 
warband members as they can reach, ganging up if some of them 
Gin't reach different models. No more than one ranclom encounter 
will ever take place in a single 

4s rolled, the players no longer need to roll at the star oftheir turns 


Random Encounters Chart 
D66 Result 
11 Ogre Mercenary 


An Ogre Mercenary (see the Hired Swords section of the Mordheim 
rules for details on the Ogre Mercenary) appears further down the 
sreet. Sensing trouble brewing, he decides to seize the opportunity 
and offer his services to the warband with the lowest warband rating 
if there are two warbands with the stme rating, roll a dice to sce 
whom he offers his help to), The warband that he offers to help must 
add the Hired Sword to its roster for this game. At the end of the 
game the Ogre demands payment for services rendered. The 
warband that he joined must pay his hire and upkeep fee. If the 
warband cannot (oF will not) pay him, he leaves, but not hefore 
"aking out his frustration on a random member of the warband (only 
roll among members of the warband who were not taken out of 
‘action during the game). Rol for injuries to this unfortunate member 
just as if he had been taken out of action, 


12 Swarm of Rats 
Something in the sewers has frightened the rats that live there. The 
rats are ina hurry to get away and ‘ill attack anything that stands 
fn theie path, Use a template 8mm x 120mm to represent the 
fats, Six monster bases (use rat swarms if you have them), 
placed in a rectangle with one short side representing the 
front, will do nicely. The rats move 2D6" eich tan, They 
will always move forward down the center of the street and 
i they come to an intersection roll randomly to. determine 
which direction they take (example: for a normal 4way 
cross-intersection roll & D6: 1-2 right, 3-4 straight 
forward, 5-6 lef). The rats cannot be engaged in 
clase combat and ifthey make contact with a mode 
they will run right over him, Any model moved 
‘over by a swarm of eats will sulfer D3 Strength 2 

hits, normal armor saves apply 


13 Earthquake 
Powerful magical energies from the crater at the center of the city 
shake the local landscape. The ground heaves and buckles violenty 
and warband members find it hard to keep their footing. Rll a D3 to 
determine how many tuens the earthquake lasts. While the shaking 
Persists all movement is halved, all Initiative tests (climbing, etc) 
sulle a-2 penalty and all Shooting andl Close Combat to hit rolls sre 
made with a1 penalty 


14 High Winds 

A powerful wind screams through the ares, willy scattering debris 
and! knocking down anything that ts not firmly anchored to the 
round, Warband members now sulfer a -I penalty to all Initiative 
tests (climbing. jumping. ete) and t0 hit rolls (close combat and 
shooting) forthe rest ofthe game 


15 Blood for the Blood God! 

Unfortunately for the warbands involved, the scent of blood has 
brought the attention of one of Khome's minions. Reality is 
breached as a vicious Bloodletter emerges from the realm of Chuos 
to shed even more blood for its master. The Bloodletter has the 
following characteristics and special rules: 


Profile 
Bloodletter 


M_wS BS ST WI A iw 
4 6 04 5 1 6 2 10 


Fear: As monstrous and horrifying creatures, Bloodletters cause fer 


Save: 4+ Daemonic armor save 


Psychology: Immune to all psychology test 


Hellblade: The Bloodletter is armed with a Hellblade which will 


automatically cause a eritical hit a 4+ i rolled to hit 


the Bloodlerter will seele our the nearest close combat and join in, 
drawn by the clash of steel. The Daemon has a number of Artacks 
‘equal ta the number of opponents itis Bighting (down to a minimum 
2 Attacks). Ie will split its attacks amongst the opponents, and no 
matter how many warriors are involved it may roll to hit each one at 
least once. It will also prevent an opponent from taking. any other 
warrior out of aetion in the massed combat, as they will be too 
concerned with the Daemon to finish off their other enemy! 


IFthere are no ongoing close combats within range, it will change the 
‘model with the highest Weapon Skill in order to do battle with 
‘worthy opponent. If there are no enemies within charge range, the 
Daemon will run towards the nearest warrior, eager wo do battle and 
shed blood for its thiesty god 


16 Lucky Find 
One random model, on his feet and not in hand-to-hand combat or 
Alccing, has stumbled upon a shard of wyrdstone! Assuming. he 
da 10 oul of action, this is added to any other shards the 
warhand finds after the game. If he is taken out of action in close 
‘combat, the enemy model steals the shard awiy! Note that only non. 
animal models ean find or steal a shard, not Dire Wolves, Hunting 
D 


21 Restless Spirit 
Countless unfortunates have suffered agonizing deaths in countless 
forms since the comer erished into the city. Not all of these 
Individuals can easily aeeepe theit new condition and they refuse to 
rest. Perhaps they left some important task unfinished or acck 
revenge on those who did them harm, The warhards have stumbled 
upon one such ghost Any warbund member who is within 8 af the 
pint atthe start of ts Movement phase must make a Leadership test 
oF flee (exactly as if he were fleeing from combat), Mevdels that are 
lunable to affect (or be affected by) the physical world, but iis very 
frightening nonetheless, The spirit maves 4” in a random direction 
moving through walls, obstacles, or warband members as i they 
were not there, I¢ will not charge and cannot be harmed by the 
warhand members in any way. The only exception to this is Ifthe 
spirit comes into contact with a Sigmarite Matriarch or a Warrior 
Priest of Sigmar. These models may choose to put the dead to rest. 
the player controlling such 1 model decides to do this, the spirit is 
immediately banished (disappears and docs not return) and the 
Priest gains one Experience point 


Drawn by the 
Khorne appears in the mid 


unfortunate Reiklander werban 


22 Burs 
Suddenly, 0 


ie of the buildings (chosen at random) bursts into ames, 
ignited by smoldering embers from a fre thought extinguished lon 
ago. Any models inside take a $3 hit unless they move outside in that 
tum and any models within 2° of the walls take a S2 hit from the 
smoke and heat unless they move farther away as well. For the rest of 
the game, the building itsef will cause fear due to the intense flames 
and anyone who wishes to enter it must fist pass a Fear test exactly 
as if they wished to charge a fear-causing enemy 


Man-Eater 
One of the wees growing in the 
‘amivorous predator by exposure to the Chaos magic inundating the 
area. which member of the Ene 

Player's warband finds the plane. That model is attacked as 4 Large 
‘mouth opens up in the trunk of the tree and its branches whip down 
fo grab its unfortunate vietim. Place a tree next to the victim. Hei 
now considered to be in close combat with the tree, which has the 


area has been changed inte & 


Randomly. determine untering 


ws Bs Ss oT woira uw 
Tree os 0463 53 2 10 


Profile M 


The tree automatically passes any Leadership tests iti required 10 
make. Any result on the Injury table will cause the Man-Eater to stop, 
attacking, though i€ is not possible to actually take it om of action 
nock it down. Opponents are +1 to hit the tree, due to the fact that 
sis rooted to the sp 


B 


24 Skeletons 

While the intense magic of the area rapidly dissolves ski 
‘dust, shambling hordes of them spring up at random from the bones 
of the fallen, Uncontrolled, they roam the city wasteland, blindly 
attacking everything they find before falling apart. 26 Skeletons 
appear with the following profile 


Profile M ws BS s T Wir A 
Skeleton ae ee ae 


Fear: The Skeletons cause fear 


Peychology: Skeletons are immune to all Leadership-based tests and 
Stunned cesults 


They are armed with simple weapons or bony fists (treat as daggers 

close combat). The skeletons will move towards and attack the 
closest models as quickly as possible. Roll a.D3 when they appear, 
after that many turns they erumble back to inanimate bones (count 
the current turn as the frst one), 


25 The Twisting of the Air 

Realty itself seems to twist, warping perceptions until no one ean he 
sure of what their senses tell them. Roll a single D6 at the start of 
each player's turn. For the next D3 turns, the distance within which 
warriors can use their Leader's Leadership val ‘distance for 
being Ail Afone is the value rolled instead of the normal 6". All 
distances berween models are also inereased by the same D6 rol for 
purposes of weapon ranges and charging. Note that the actual 
models are not moved, but only the shootingeharging models! 
perceptions of the distance. 


26 Spawn 
The warbands have stumbled upon one of the many former 
inhabitants of the city that got 100 close to the crater at the center of 
the city and as tumed into a mindless Spawn. Spawn have the 
following characteristics, 

Profile M_WS BSS 
Spawn 2630 4 


Wa «ta 
4 2 3 2D6 10 


pawn are disgusting and revolting blasphemies against 
‘nature and cause four 


Psychology: They are mindless creat 
knowing no fear of pain or death. Spawn 
automatically pass any Leadership-based test 
they are required to make, 


Movement: The Spawn moves 2D6" 
towards the nearest model in each of 
ts movement phases. It does not 
double its movement for charging, 
instead if ls movement takes it into 
‘contact with a model it counts as 
charging and engages that 
model in close combat 


Attacks: Roll ar the beginning 
of each close combat phase 
to determine the 
spawn’s. number of 

‘Attacks. for that 
hase, 


Thee : 
lie LT NC i 


~ close combat phases until the possession is 0 


31 Collapsing Building 

Pike one building at random. Any models inside must pass an 

Initiative rest o¢ suffer $5 hit, armor saves applying as normal asthe 

building collapses, Remove the building from the table (replacing 

with runs if possible), and place the models hack on the table whee 

ie stood, Any models climbing the skles of a building or on the rook 
ie collapses automatically fall from whatever, height they 


32 Scrawlings on a Wall 
4 randomly determined wathand member who is within 4° of a 
building (i there are no models this elose to building, Ignore this 
encounter), sees writing suddenly appetrin blood on the wall closest 
to him, Rol onthe following table to find out what the writing says 


D6 Result 

1 The writings are a map of the area. The model's warband 
receives a +1 on the foll to pick the scenario for the next, 

fame they take parti. 

Reading the writing accidentally sets off a spell on the reader 

‘The model suffers a minor curse and now has a -1 penalty 10 

all dice rolls for the rest of the game, 

3 The warband member learns of the remains of some hooty 

the building, If he moves inside he finds 1D6 

old crowns. 

4 The writings reveal all the hiding places in the area. The 
model can hide even in the open for rest of the game. 

5 ‘The warband member learns of a seeret passage inside the 
building — if he moves inside, he can pop out next urn in any 
‘other building, 

6 A fan read, but nothing else happens (Veskit was her 


33 Thick Fog 
‘Af rolls i, thick as pea soup. Models can only see 206° (rll once 
for the distance all models can sce, do-not rll individvally for each 
model), Rell at start of each Encountering Player's turn to see what 
the visibly fs for that tur, The fog lasts forthe est ofthe game 


34 Hands of Stone 

Hands of earth and stone suddenly jut out of the ground in a small 
area of the battlefield. The Encountering player must pick a spot 
anywhere on the battlefield and anything within 3° of that spot i 
aliected. The area is now very dificult ground as the hands grasp and 
attempr to hold anyone passing near them. This encounter lasts one 
turn, at the end of which the hands sink back into the ground, 


35 Dog Pack 

Recent eyents in Mordheim have caused many of the city's dogs 10 
suddenly find themselves without homes. Groups of these animals 
turn feral and form into hunting packs, The warbands have been 
discovered by one such (very hungry) pack. The pack consists of 205 
‘wild dogs (use the Hunting Dog stas from the Witch Hunter warband 
lis). The dogs move as quickly as they can toward the nearest models, 
dividing themselves as evenly as they can beeween multiple targets if 
they are available. If members of a dog pack take a warband member 
‘out of action, he will be eaten if not rescued. If no friendly model 
‘comes within 6” of where the model fell by the end of that warband's 
next turn, the fallen member is considered lost (dog food). Ifa dow. 
pack fails a Rout test, they leave without taking theie food’ with them, 
Any warhand members taken owt of action in the last turn of the game 
have not been eaten and follow the normal rules for models taken ont 
of action, 


36 Possessed! 
‘One randomly-selected member of the Enecuntering Player's 
‘warhand is suddenly possessed by a minor spieit. This speit is fae 100 
‘weak to control the modet's entire body, but is instead limited t© 
controlling one of his or her limbs (usually an arm). The model takes 
Aan automatic hit at his or her own Strength during each of his oF her 
‘and may’ do nothing 
else, The possession lasts 1D3 tums, Note that Sigmarite Mateiarchs 
and Warrior Priests are immune to this possession, as are non-living 
‘warband members, If stich a warhand member i the abject of the 
spirit’s attention, randomly determine another warband member to 
Sllfer the effect instead, 


41 Fountain of Blood 

The eity iiself seems to weep as even more blood is shed! on its 
streets. For the rest of the game, whenever a moxie is taken out of 
action in close combat, the model that did the deed must take a 
Strength test oF be knocked! down as he ts hit by a torrent of blood 
pouring from the ground, If there were others involved in the 
combat they are not affected, as the steaming liquid seems to be 
directed only at those who have called it into being by their 
bloodthirsty actions 


42-44 Storm of Chaos 

Clouds rapidly gather above the city in an unnatural, sickly yellow 
green mass and warp lightning begins to dance from one cloud 10 
another. Thunder rocks the air, screaming out in almost intelligible 
noises. The clouds themselves seem to take on the shapes of 
monstrous creatures and both warhands i the conflict look at each 
other with fear on their faces, Roll a DG to see what the storm, 
‘manifestation will being: 


D6 Result 
1 Warp lightning begins to strike the 
victim! Tt will hit the warrior with the best armor save 
attracted to the large amount of metal, That warro takes a $5 


‘The warp lightning will strike for D3 turns before moving on 
ds another part of the city 


Fish suddenly fall out of the sky to pelt the area! All movemer 
is halved for one turn (due to wer, flapping fish underfoot), 
but there is no other effect 


3 Wordstone dust has mixed with the water vapor in the area 
and produced the strangelooking clouds from which a 
tainted rain begins to fall. The rain burns flesh andl eats into, 

1¢ and metal. Fach warband member in the open takes a 
single S2 hit (normal armor saves apply) every turn the rain 
if until he gets under cover. The rain lasts 1D3 turns 


4A magical mass of lightning forms near the ground, 
illuminating the area with an eerie greenish glow: t begins 
move about the area, draven to magical powers fram whi 
feeds, Place a counter as per the normal Encounter rules 10 
represent the mass and eich turn move it 206" towards the 
highest level spell user (the one with the mast spells: each 
ruen roll a DG if two or mare spell users have the highest 
umber of spells) there are no magic users in the game, the 
mass will move towards the opposite table edge, doing 
nothing but blocking line of sight as it moves. Ifthe model t 
‘mass is moving towards casts a spell, immediately move 
ounter another D6" towards the ‘model. If the ball of 
lightning touches the target model, the model is frozen in 
time and cannot do anything. While frozen, the medel cannot 
be attacked or harmed in any way — the 
protects its preyt After fevezing model, the lightning will 0 
er move but will instead remain near its vietim te 
dhtning will eed for D3 turns on the magical energy of 
victim and then flies hack towards the warp clouds above, 
freeing the magic user Ifthe game ends before the feeding Is 
done, the victim is immediately released. Victims suffer ne 
Jong-term il effects from their exposure 19 the lightning, 


A rumbling is heard from overhead, as thunder erupts from 
the strange clouds. ‘The thunderelaps become more intense 
and the heavy pulses of air brings warriors to their knees as if 
they had been hit by cannonballs of sold air. D6 randomly 
selected models are knocked down by the air bursts. I any of 
these models are in close combat, all other members of that 
melee are knocked down as well 
6 —Tendrils of smoke drift down from the clouds, winding 
around the heads of members of each warband. Randomly 
select one Hero from each warband — these warriors have 
been chosen by rival storm gods as their champions. ‘The 
Shasen models must move towarls each other every turn and 
1 into clase combat as quickly as possible, Once in combs, 
‘sll automatically pass all Leadership tests and will ght 
until only one remains (the combat will end when one of the 
models puts his rival on of action). Ifa warband does not 
have any Heroes left in play when the storm gods choose their 
npions, a random Henchman will he chosen from that 
warband instead. 


45° Pit Fighter 
This encounter ty Klentcal 10 the 
Ogre Mercenary encounter ‘before, 
except the Hired Sword encountered is 
2 Fighter, aot an Opre Mercenary. 


46 Plague of Flies 
An enormous cloud of fles appears in the 
‘stoops down on the warhands below. all mod 
extra =I 10 hit penalty when shooting oF fi 
Combat as fies hues around them and into open orlices, The Mies 
femain for D3 turns and then Ny a, 


51 Sinkhole 

An enormous mouth suddenly opens up under the feet of ane 
randomly-determined warband member. Make an Initiative test for 
the model, Ifthe testis failed, che model falls into the pit. Ifa 1 is 
rolled for the test, the model Is sucked underground and taken ont 
of action. Any other failure results in the model catching himself in 
the opening, which closes around him, Treat the model as 
being knocked down for the rest of the game, though he may 
rot move at all 


52 The Horror in the House 

Randomly select one warrior lurking alone inside a building (i thet 
are no warband members inside a building, ignore this result and 
reroll on the Random Encounters table). Unfortunately for him, he’s 
not as alone as he thought. He hears a slight ripping sound as ifthe 
Air itself is being torn apart and something manifests stselt bebind 
him, The warrior must make a Fear test and IF he fails in his next 
movement phase he will run screaming 2D6" from the building 
towards the nearest table edge and ean do nothing else in that turn 
I he passes the test, the unnatural presence still forces him Dé” 
‘outside, but he suffers no other effects, Ar the start of his subsequent 
turn a fleeing model can try to recover from his onde 

Leadership test, but at a-1 penalty. Ifhe docs, he stops, bur cannot 
ido anything else that turn other than catch his breath, Ihe fails, he 
agin moves 2D6", trying in vain to erase the terrifying images from 
his memory. For the rest of the game, the building itself will cause 
{fear and anyone who wishes to enter it must first pass a Fear t 
‘exactly as if they wished to charge a foarcausing enemy 
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53. Plague Victims 
Disease is common occurrence 
among the few survivors left in the 
ruins of the city: This group of 1D6 
Citizens has contracted a particularly 
nasty plague known as Nurgle’s Rot 
They move at ncrmal rate (0°) towards 
the nearest warband members, seeking their 
help. If they come into contact with a warband 
member, they will not attack, but will instead cling 
to hinv as they beseech his aid, hindeving him greatly. A model with 
Plague Victims in contact with him acts as if he had just recovered 
from being knocked dawn {moves at half rate, may not charge oF run, 
tee See the Mordheim rules for details). rane or more of the Plague 
Victins is charged, shot at, or otherwise attacked, these pitiful vietims 
will rout immediately. Ar the end of dhe game, roll a dice for each 
‘warband member in play when the Plague Victims appeared and on 
4 roll of 1, that member has contracted Nurgle’s Rot. Roll again to see 
‘what effect the disease has on that member: 


DG Result 

1 Major Ssmptoms: ‘The plague races through the victim's 
system, producing horrible disfiguring lesions before killing 
hhim. Ifthe model ty a Henchman, fe dies, If the model is a 
Hero, roll D3 times on the Serious Injury table ignoring 
Robbed, Bitter Eamity, Captured and Sold to the Pits results) 
te determine the long term effects of the disease 


25 Minor Symptoms: The plague takes is toll on the victim as it 
takes its course. Without proper bed rest che vietim will dic 
The warand member must miss the next game as he 

6 Pull Recovery! ‘The vietim has an especially hardy constitution 
for gets an eatremely mild case of the disease, The vietim 
Suffers no il effects, 


54 Last One Standing 
The horrors of Mordheim can drive even the strongest mind past the 
point of madness, This Sigmarite Matriarch (For stats see the Sisters of 
Sigmar section of the Mordheim cules) has seen her entire warband 
fut down around her and the experience has proven too much for 
her. She now seeks revenge and is not particular about who she gets 
to pay! She is armed with a sword and steel whip and weary heavy 
irmar an! a helm. She carries Blessed Water and a Holy Relic on her 
person as well. She knows the prayers The Hammer of Sigmar ancl 
Armor of Righteousness (see the Prayers of Sigmar chart in. the 
fm rules for details), Roll randomly to determine which she 
Trerself each turn, She fas the shils Absolute Faith, Jump Up, 
fnd Step Aside. The Matriarch will move as quickly as possible 
{Towards the nearest meadel and engage them in close combat if ble 
She will not rout and must be taken out of action to make hee sop. 
I the Mateiarch is taken out of action, leave her body where it fl 
any nonanimal warband member may loot her body by moving ints 
Contact with 1 during their movement phase. If this Warrior Is later 
taken ou of action as well, place a counter where the warrior fell 10 
represent the Matriarch's equipment. This it ean then be picked up 
by a different model, as above. 
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Booby Traps 
Some nefarious individuals have trapped 
the whole area the warbands are searching 
These taps may take the form of spiked pis, 
deadlalls, springedriven spiked boseds, ete. When this 
encounter is rolled, the Encountering Player must randomly 
determine which of his warband members has discovered the fis 
trap. This unfortunate individual springs a trap immediately. Ifthe 
ttap is not avoided by passing an Initiative test, the model takes & 
Strength 3 hit; armor saves apply as normal, Feom this point until the 
tend of the game, cach player will roll a DG atthe start of his or her 
‘movement phase. A roll of | means that one memaber of that player's 
‘warhand has sprung a trap and must make an Initiative test to avoid 
It Ifthe tap isnot avoided, the model takes a $3 hit as above; apply 
any damage before the model is moved. 


56 Catacombs 

‘The ground gives way under one randomly selected warsior and he 
falls nt the depths of the catacombs below the city He takes a $3 hit 
from the fall unless he passes an Inisiaive west, and lands near the 
remains of others who have fallen before him. Assuming he’s not 
faken out of action by the fall, he discovers one of the following after 
a quick search (roll a D6): 


D6 Result 
1 Ahelmet 

2 A-small pouch containing 2D6 gold crowns, 
3 Alantern 

4 Anet 

5 Avia of Black Lotus 


6 Aswort 


Unless he has a rope & hook, the warrior is stuck in the eatacombs 
and cannot rejoin the game. He will count as being out of action for 
Rout purposes, but will ejoin his warband after the game with no 

sruntoward elfects, Phe does have a rope & hook, he ean climb 
‘out D3 turns later, appearing inside a randomly determined building, 


61 Forbidden Fruit 
Ghostly white lowers suddenly open on a tree in the area and emi a 
powerful fragrance Randomly determine a member of the 
Encountering Player's warhand who happens to be standing next 10 
the tree when it comes to life. Pkice the tree within 2 of this model 
Any warband members within 8 of the tree must make a Leaders 
test at the start of each of their turns oF move as quickly as possi 
towards the tee. Ifwithin 1" of the tree, a spellbound model will pick 
tnd eat one of the swollen, blood-red fruit hanging from its branches 
‘Any model eating one of the fuit is automatically taken out of action, 
as powerful poisons incapacitate him or her. A non-spellbound 
Wwarband model may keep another model from moving toward the 
tree by moving into base to base contact with him or her and holding 
hhim back, Neither madel may do anything else while the spellbound 
model attempts to move to the tree and the restraining model 
Attempts to prevent him from doing s0, Both spellbound and 
ing models can react normally ifattacked in close combat and 
4 restraining model cin ive up his attempts at any time. This 
‘encounter lasts the remainder of the game, Close inspection of the 
tree reveals the bones of several animals overgrown with grass and 
Teaves lying at its base 


62 The Lost 

Many view the destruction of Mordheim as a sign that the world is 
coming to an end. Groups of these lunatics are often drawn to the city 
Where they attack anyone they come across, certain that they are in 
Some way helping t© avert this cataclysm. This group of IDS 
Flagellants (see the Witch Hunter section of the Mordheim rules for 
sas s) will move as quickly as possible towards the 
hearest warbun| members andl engage them in close combat as soon 
fs they are able. They are armed wih fails 


63 Reflecting Pool 
the Encountering Player's warband) notices a small 
ool of what looks to be still water, Reflecting. the 
loom sky above, it appears to be liquid metal or unnaturally deep 
silvery water, rippling only slightly with the dank breeze blowing 
through the eiy. He can ignore i, or bend quickly t0 peer into its 
depths. he's brave enough to gaze into the murky liquid, roll a DS 


DG Result 


1 The water reflects buck nightmare images of his own demise 
filling him with fear for his own safety For the rest af the 
game, no matter how far away he is from friendly models he 
‘will always count as heing afl alone in close combat 


2 The warrior glimpses an image of what is yet to come, For the 


rest ofthe current turn he may re-roll (once!) any shooting Or 
lose combat rolls to hit 

3 Afiint ime of his personal god appears, he it Sigmar or even 
he dread Shadowlord. Filled with courage, the warrior may 


‘make for the rest of the game 


1 all Leadership-based tests he is required to. 


4 “The warrior peers into the depths uf is own mind, unlocking 
‘untapped abilities, He can detect any enemy models hidden 
that turn, even those not in his normal line cf sight, and 
passes the information on to the rest of his compatriots, All 
‘enemy models lose thete hidden status, 


Aslender arm reaches out from the pool, leaving no ripples in 
the smooth liquid, and pale fingers touch the warrior's chest 
The soft caress causes fuint low, which spreads throughout 
his body: Though it quickly dims away, a strong feeling. of 
strength and vitality is eft behind, The warrior may ign 

next wounding hit he receives, even ift isa critical i 


6 The city chooses tw reveal Hs tue visage to the warrior, 
unveiling the monstrous intelligence that hurks behind the 
facade of simple ruins and rubble 
merwhelmed by the enormity of the impression and he 
stumbles away’ in stark tweror, For the rest of the game, all 
enemy models count as causing fear and the warrior will 
refuse to enter any buildings or get within 2 of any walls or 
fuins, After the game the effects will wear off, though he sill 
always hesitate slightly before entering an unlit room from 


The warrior's mind 


Note: Only warriors who can gain in experience ean choose to look 
into the pool, all others simply lack the curiosity to bother! 


64 Screaming Walls 
Faces appear in the walls of one randomly determined building and 

artto-emita piercing shrick Any warband members within 8 of the 
building sakesa $1 hit (no armor saves allowed) and are at -1 onal 
to hit rolls (cose combat and shooting) while the screaming lasts 
Spellcasters are even more sensitive to the noise than others and 50 
no spells may be cast from within this radius. Rolla D3 to determine 
hhow many tums the screaming last 


65 Peddler 
No matter which turn, 
ie is rolled on, 
encounter happens atthe 
end of the game. The 
winning warband sees a 
peddler wandering, through 
the tuins, This travelling 
merchant keeps his entire stock on 
his back and he offers to sell part 
warband. He has the following items ath 
hharmal price: mace, hammer, sword, dagger, axe 
helmet, erosshow, pistol, duclling pistol, rope and 
hook, any poison, lucky charm, blessed water, 
hunting arrows, garlic, healing herbs, holy (or 
unholy) selie, lantern, andl Mordheia map, Roll a D3 
for each item to find the quantity the pedlar carries 


ne 


esl 


to the 
hee 


66 Itsy-Bitsy Spider 

The presence of the wydstone has mutated this common 
household pest into 4 monster of tian propordons! This 
Giganie Spider has the following characteristics, 


Profile M ws Bs s oT Wir a 
Spider a ec er er Ga er eC) 
Fearsome Beast: The Gigantic Spider causes fer 


Chitine 


ide: The Spider has an armor save of 44. 


Poisonous Hi 
ane treated as critical bits, 


e: Any to wound rolls of 5 oF 6 (rather than just a 6) 


The Gigantic Spider moves from the table edge it starts from to the 
opposite table edge, attacking any washand members that pet 
sie pal, 


Jes to fend 
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ADorPBeim ArcBitecture 


Bp Nic! Savis 
The City of the Damned is a dark and dangerous place with twisted architecture, and equally twisted 


denizens. In our third feature on Mordheim architecture, Nick Davis takes a look at the buildings of 
Mordheim and a subject that is dear to any Mercenary’s life... Cover! 


Nick: Welcome to the third installment of 
Mordheim Architecture as we continue our 
Jook at the buildings and features of the City 
of the Damned. I've at last got my hands on 
the fantastic new card buildings from the Blood on the Streets 
building pack and T'm looking forward to putting them 
together. But first have to solve a little problem, 


As my warband explores the dark reaches of Mordheim I've 
found that one thing becomes apparent. Apart from the 
ruined buildings, if you're caught out in the streets there is no 
cover! Well, in a bid to save my Middenheim mere 
White Wolves, from extinction (they've had a hard time against 
warbands with lots of marksmen), I sat down, grabbed my bits 
box and started to make some barricades, based on the 
cardboard ones you get in the box 


‘The materials used in the constructic 
really easy to find. They are mainly made out of broken up 
popsicle sticks (I hope you saved yours from the summer ~ the 
first rule of modeling is never throw anything out!). 1 also 
added some extra stuff from my bits box like plastic cart 
wheels and metal barrels, Also, 10 add a little interest t the 
barricade bases, 1 used a couple of modeling techniques 
which I explained in an earlier edition of Mordheim 
Architecture (see W238) 


of my barricades are 


Right, lee’s get on with it and see what {ean make, 


Meatie Bags 


Mordbetm was a busy trade city and many farmers brought 
their produce tn to sell. It was not uncommon to s00 piles Of 
sacks containing grain or otber produce around the city, These 
‘make handy cover in the now dangerous ely streets. 


My: sacks or ealle bags? are band made. Get some modeling 
lay lise DAS, pull a bit ofan shape into rough sacs (be xi 
‘sup to von). Repeat until you have a Hine of three or four Make 
4 oad more bud ths time place the shaped DAS on top of the last 
row of sacks. Keep this up unit the line of meaie bags comes up 
fora Human mercenary’ teaist. Leave to dry aud hen paint 
‘ver che bags with watered down PVA glue. This will seal them 
together: When the PVA is dry, pant the rw of bags with Chaos 
Black, crylrush with Saebite Leather 

followed by Bubonie Brown and 

‘wash with Chesinut Brown Ink 
‘mised with a drop of washing 

tip thqud. Congratulations, 
you have completed your 
Sack of meoalte bags 


Len 
Aieatle bags 
Aue the spi ay wit 
the grain enlored black dae 1» 
se warping tnflucce of the ei 


Gooden Beams » Brofen Soors 


Woaden beams and broken doors 
can be made ont of popsicle sticks, cocktail sticks, and bamboo 
Drarbecue skewers. 


A barricade made np 
‘of popsicle sticks, sprve rubble (see 
W238), and. sold plastic wheel 


Building a Barricade 
Barricades are really easy to build as they can be made up of 
almost anytbing ~ discarded wood, empty barrels. old cart 


wheels, mealie bags, and doors, Here is my way of doing it. 


ist ent your hase 10 st 
rggest aout Jem sede 
thie if gon teh Hosier 
esp alt th 


nlf Bae sewer 


Slege Defenders bas 


A thick cardboard 


The bron ba 
ple and thon gh 
prop wp the popcte sce ft this to de 
drkce | ghued tro spare wagon inboet 0 1 
then pate the entire ase wt 

se textured paint, and left 
iio dry 


ofeach other stg PX 
‘abs the 1 

7B fib off the 
he barat al 


Paint or spay the base Chaos 
Black, 1 suggest ou use a 
‘combination ofthe is, you 
ti tbe pins te nt 
fs that your spray cam misses 
‘Once the paint ts ey, Ifyou have 
‘pacing sabe oF spre rubble 
‘on your base drybrasb them 
onde Gre 


Now srbrah the entire bsricide with Snakebite Leatber, cluding tbe 
teoosten pleceron te base Go over the edges of the paring slabs anal any 

sprite rubiie. Don't tcorry 00 much abou! beeping this neat and td 

Mordbeim war ‘bit by big rock so it ts going to bea I 

bi lusts Then pai any’ metal 

hte wie Big Aetal. 


1 finish off the barricade, 
Arybrash over tbe base 

‘eth Bubonse Drs. Ai 

pou don't have 10 be 00 Hy 
ci Us (oa sre 

‘over the tal bis with W) 

barricade te road 


Barricades 


As I have mentioned before, making barricades is really 
easy. Here are a few I knocked out using some bits and pieces 
from my ever growing bits bax. 


The upturned 
sublets a Ma Onder 

‘only spec metal rece ale 

ule the reat nf my poptle 

‘sticks tothe age anda plate cart bee. 


Above & right: This barricade 
4s maa up frome a oir frm 
the Waarbammer Fortress an 
sume bits fromthe Siege 
Definuters bated et. Faded 


A collection of barrels an 
bile of sprue. rubble anda 

‘aoe bit of pupsicle stick fo 
‘sine effec. 


Well, with the cover problem solved I can now concentrate 
‘on the Blood on the Street buildings. 1 enjoyed putting 
together my last set of Mordheim cardboard buildings as 
it involved very little modeling work from me and they 
looked great 


Just like the first set of ruins, once I built these 
they looked great by themselves, burt just like 

the first set added some extra touches, First 
1 based them to protect them from 
knocks, Then I added a few ideas from the 
Girst Mordheim Architecture article (see 
W238) like sprue rubble ~ so check our the 
hints and tips scattered around that article, 
Also, I painted the edges of the buildings to 
give them a more solid appearance and tidy 


et Above & left: The Blood on the 
The buildings were glued t Street wer bona Mat of 
together with PVA glue. (you : se eta roche: bv ge 
can easily pull ieapart if you (oh eee Gs 


make a mistake). 1 do ‘ce to the bie 


suggest’ that before. you male 5 ba 
apply any glue you test ht ; : os 
the picces first! Ag with all . ee arte 
caruboard buildings you (Caco pp we 
may find that you need eet 


to do some extra SH 5 aving stones. 
trimming here and 4 

there. Use a modeling knife 
Or scissors to ensure a snug fit with the 
plastic building components, Have fun! 


bntng pack. swell as the 
rubble added some broken einer 
(te remuauns of the popsicle sticks) 
othe base 


Above: ust bad to 
ut tbe gateway eltber shde of some 
‘ving somes. A quick note abou thi rece — the folds 
‘and flaps are ight sy 1 used supergln tomick together 1 
needed the more instant bone of superglue orf woud brave 
‘Spent te next hour or ts nt tiger as the PVA rte? 
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By Matthew Parkes 


Matt, an experienced 
member of the "Eavy 
Metal team, painted 
many of the Studio 
Mordheim miniatures 
that have been shown 
in White Dwarf. Matt 
couldn’t presist using the new 
40mm round:bases to create these 
small, highly| characterful scenes 
of Mordheim. 


bis injury 


The skeleton on the 
post was copied from 
the Studio Mordbeim 
temple scenery to give 
the piece continuity. 1 
remodeled the head 
so that the Henchman 
is looking down at 


+ playing a few games of 
Mordheim, | decided that 
wounded counters would 
look great on the gaming 
table. And besides, 
constructing these — small 
vignettes proved to be a nice 
break from painting my gang! 


The new 40mm round bases 
proved to be perfect for what 
I wanted. They allow more 
room for small pieces of 
scenery such as rats, 
weapons, and blood! 1 
wanted cach counter to be 
different, but to keep within 
the theme and look of the 
Mordheim game 


I also decided to use the 
40mm base when I came to 
paint Aenur, the Sword of 
Twilight. This proved to be a 
great success so 1am 
currently workin 

special characters in the 


1 repositioned the legs of 
this Marienburger warrior 
so be is sitting down. The 
band bas been replaced 
with that of another 
model to make the 
warrior look like be is 
about to pull out the 
arrow. 1 am very pleased 
with this conversion as the 
model looks like be is in a 
tot of paint 


particular Elven race. 


The tree bas been mace of green stuff and wire, with brass 
etched leaves tbat | bought. The wanted poster on the tree 
was made of a piece of paper with an ink wash over the top 
for weathering. Because of the mystery surrounding Aenur’s 
‘past I painted bim in colors that are not associated with any 


pugitieis 


mpaign started up a few months ago and” 
all around Head Office. Not 

being one to miss out on the action, Mark Bedford chose to build 4 

Skaven warband. This is how he went about it. 

I decided to make the warband from plastics (although later 1 armed. the first of my 

on I will add metal miniatures) because I wanted the Skaven two Black Skaven with a 

in my gang to be individual. This is something you just don't flail, helmet, and light 

have time for in Warhammer. There is an upper restriction (0 armor. 1 equipped. the 

thamountofwarband members nagango | lavished exten other with a shield and A study of | 

time on each figure and its bas converting and throwing stars, 1 used the Skaven 

altering plastic figures a lor easier than their metal gloss paint on all the 5 

couictpari so aber working Gut mywazband ona piece of arn ta ake & eantrnt of the “Black 

scrap paper I grabbed my clippers, scalpel, bits box, and glue between hard metal parts Shields’ 

then set to work. and soft cloth and fur. 

The Assassin Adept isn't converted ~ he came straight from 

the Mordheim sprue. However I did pose him ina way that Sorcerer. He was made “_iaeueaa MURS 

looks like he is scrambling over the city's rubble, I based all from plastics. from the of Bedford 

the models on 25mm square bases as this gives you a bit Mordheim —sprues and 

more room to make each figure look like a mini diorama. If Zombie, Ore, and Skaven 

you wanted you could go really over the top with the bases, regiment sprues. | als 

‘modeling on rubble, artifacts, mushrooms, coins, warpstone, static grass on the Zombie's 


to look like hair. 


y master 
Next came the Eshin Me 


or anything else with spare bits from the accessory sprue or he: 


from your bits box, 


The malevolent Skaven mov 
through a ruined squcire in th 
center uf Mordbeivn 


GLAVIN 


F the five Verminkin were taken 
from 

y managed to acquire enough 
slinger 


various sources, 1 

arms from people 

round the Studio to equip 

ball five 1 wanted 

» each figure tw look different 

ed each of the 

slinger arms cither by 

cutting it at the wrist and 

rotating it or cutting it off and 

gluing it to a differ 

Arming Verminkin with slings is 

useful option ~ they don’t have 

very good Ballistic Skill to start 

with, bur if they stand still they get to 

fire twice in a turn and this gives you 
better odds of hitting something, 


of them. 


Talso armed them with spears and shields for 
quarter fighting. With the Verminkin 
finished I had completed my starting warhand. The 


Gnishing touch was a name 

gang. Being a big fan, 
of Bernard Cornwell's King, 
Arthur novels, 1 took my 
warband name from those 
stories. The Blackshiclds 
ere a treacherous Irish 


for my 


warband who changed sides 
in a decisive battle ~ ide 


for Skaven! 


shicy-bicy leddetbe 
Black Sbietds through 

Yhe riiins of Mordbeim 
in search of warpstone. 


Now to get some warpstone 


The first battle I played was a 
his Skaven warband. This was a very quick battle that brought 
me victory. | managed to « 
of slinger fire to cause him to take a Break test ~ which he 
failed ~ and his Skaven slunk off into the darkness to lick 
their wounds. Searching the ruins | found enough warpstone 
to buy two Night Runners and a 

and bu 


inst artist Neil Hodgson and 


© enough casualties with a hail 


m them with swords 
Klers, 


Future plans include purchasing a Rat Ogre (to strike f 
the hearts of my ens 
Verminkin in the warband 
casualties before taking a L 

n in a battle ifyou have a 


unt of 
This is so I can soak up a few 


es) and increasing the a 


idership test, which you don’t 


want to do too so kaven warband 


Aly Morrison had a Rat Ogre that he had covered in static 
flock (as fur) but hadn't painted, so after continual hounding, 
he finally caved in and have painted it and now 
need to fight a few more warbands to earn enough g¢ 
crowns to buy it for my warband! 


Slicy-Dicy, Skritt, and Skratch form the 
elite fighting force of the Black Shields 


Mark's Roster for the Black Sbietds, 


A mass will add much 
needed muscle lack Shields, 


THORGRIMS MERCENARY MINERS 


‘The Dwarfs from Karak Azul seck 2 likely young Dwarf 
or two to join their warband. Guaranteed supply of 
Dwarf ale to guzzle and gobbos to bish 


Cay 


Drinking challenge to be held at the Drunken Goblin inn. 


OBITUARIES Stumpi Shortfoot 
Alcuin Kemmis sattet in | HALFLING 
the heart with 2 jewelled dagger. COOK 


Rorek the Troll Shyer, killed by | Ye finest cook in all of 


aro, feats ace Tog | “Maadlees seeks cal 
Heinrich Peeperhotfen, shot Equally adept at chopping up 
ia the ead ih a Deu vegetables and Skaven 
blunderbuss. warbands. 
—___ Currently head cook at 
Pearle qvis aad the Red Wolf tavern, 


Henryk Bergson, accidentally shot 
in the eye with an Elf bow. 


LANGAARD'S 


Jacob Epstein, stabbed in the back 


rete tes ta found ANIMALS 
Lange + kebed chemi thesis tp Beck 
Physician Oskar Albers said it ‘Wathounds. 

feo de wont Cor a saad 


had ever seen 


ROYAL 
VISIT 


The Covat of Sylvania, 
Viad von Carstein, and his 
entourage are to pay our 

stricken city a visit. 


Supplier of Warhounds to 
‘the Templars of Sigmar. 


Visit me at the 
settlement of Harris, 


We rtinen F 
PLACE OF 
WORSHIP 

NEEDED 


Adolf Muller, most 
humble priest of Sigmar, 
needs a place of worship 

during his stay in 

Mordheim, 


All warbands are ordered 

hy the Burgermeister of 

Ostermark not to molest 

the Count or any member 

of his entourage during 
his visit. 


Cryer ee ca 


FOR SALE 
OR TRADE 


Johann's Emporium has 
the following goods for 
sale of trade 

Short sword, steel helmet, 


rope, turnip. copper cup. 
dwarf crossbow. halfling 
bow. haddock, leather boot. 


Why not call in at ye olde 
gate keeper's cottage. 


Fer ae 


PICO 
GIACOMETTI 


WAR ARTIST 
EXTRAORDINAIRE 


Record your favorite 
battle moments. 


Based at Griffon Gate market 
ese 


PUBLIC 
NOTICE 
na ee 


One-Eyed Teddy Mgeue for 
the murder of Max Piper. 


‘Alberto Meidner, apple thief 


Maurice Kubin for the theft of 
the Count of Devemy’s coach. 


Johano the Kaife for the 
‘murder of Count Hammacher 
and his retinue, 


Walter Ruiz for killing 4 horse 


To take place on 
the first day of Ulriczeit 


a. 


NICODEMUS 


Peeeientn oceanes many 


GREATEST WIZARD 
in ye 
KNOWN WORLD 


ff ) 


Payment in wyrdstone, 


Follow the riddle a the sign 
of the Red Moon, 


CORPSES 
REQUIRED 


for experiments 


Otto Dix 
Offers to pay 2 groats for 
intact corpses killed not 
more than 3 days previous 
Body parts considered on 
an individual basis. 
Leave the merchandise 
at the sign of the 
severed head. 


ES 


All are invited to witness 


MANDRED 
THE JESTER'S 


greatest trick yet 
fs he attempts 10 
make Morrslieb 


EAT THE SUN 


Come and sce this 
amazing event on 
the sixth day of Ulriczit, 


GLORIOUS BAT’ 
OF THE IMPERIAL GUARD 


PART 2 


‘ond part of our continuing series, we scour 


long history of the Imperial Guar: time we turn 
our attention to the Cadian Shock Troops and the 


9 the tev s on board the pi 
Turning them into powered 
° able 10 de 


ce time of 
aly as quick 


tthe Ork atta he bridge, of 
jeachod the bridge, Captan H few Orks carousing in budding al 
Company de They came acros: 


The Storm Troopers met with equal success, literally dropping into 
the middle of the small Ork encamoment on the northem shore. 
The squad Gispatched thei enemies wih ruthless etficiency before 
securing the buildings atthe north end of the bridge. The bridge had 
been taken with only 24 Cadian casualties (over half of these were 
wounded during bad landings) and the lass of two Storm Troooers. 
However, they were to lose many times this number holding the 
bridge against increasingly determined Ork assaults over the 
following hours, unt the armored column from the nearest Imperial 


base had time fo arrive, In honor al the Cadians’ gallant efforts. the 
Previously nameless crossing has Deen known ever since as 
Gryphon Bridge. 


THE DEFENSE OF COBALT VALLEY 


‘Minok Secundus is a moon of the gas giant Minok. some thirty ight 
years trom Cadia. The sizeable satelite is covered in dense forests 
{and jungles. in 361.M37, a force of Traitor Marines led by Onk the 
Worlds fel to the renegades’ surprise assaults, but by the time they 
reached Mihok Secundus, two regiments of Cadians were walting 
for tham (the XV ‘Kallagh’s Heroes’ and XXII ‘Emperor's Hounds). 
The XXII wore otationed in the Cobalt Valley. This oto woo 
extremely important, as the fity-mile long valley provided the only 
reliable road through the equatorial mountains for several hundred 
leagues in each direction. Along one side was the Opal Ridge, one 
fof the highest pointe in the mountaine and therefore an exocllent 
position for long range ariilery, in the valley sell were the 
mansions of the deputy governor (also used as a supply and 
‘ammunitions depot) and the only clear space in the regon for 
shuttles and aircraft to land. It was not surprising that the Emperor's 
Hounds’ orders were to hold on fo the valley at all casts. Colonel 
Lean positioned his infantry squads in and around the mansion, 
‘whilst his two artilary companies were drawn up on the Opal Ridge 
ready 12 mend of the 
valley Lean had a heavy tank company in reserve, consisting of two 
squadrons of Leman Russ Demalishers and one of Vanquishers. 
‘The Emperor's Hounds did not have to walt long for the storm of the 


The renegades’ first rapid attack, designed to overwhelm their 
‘enemies by shock and speed. was easily blunted. The momentum 
‘of their advance stalled, the Aloha Leaion beaan a series of smaller 
raids on the defenders’ positions, designed to sap them of their 
strength and will o fight. Casualties became increasingly high as 
the highly trained and well armed Traitor Marines stormed into the 
Guardemon's camps, cutting down man with deadly accurate bolter 
fie betore withdrawing Into the Safely of the trees. However, the 
‘Chaos followers did not have every advantage. Regular scouting 
forays by the regiment's Sentinal squadrons located the Traitors 
suoolv dumos and encamoments and fot day alter dav. riaht after 
night, the big guns of the Baslisks and rockets of the Manticores 
rained fiery death into the valley below, But despite all their etforts, 
the XXII were losing the attrtional battle ~ and badly, 


Nh mas alter tw weeks Of tli hat Ure Alpha Leyhon laurie 
another direct aseaut By this ime Lean’s defensive perimeter had 


‘shrunk back tothe area just around the mansion 
‘eel and the buildings and gardens near it. They 
‘had lost control of the shulle landing strip two 
‘days earlier and so further ammunition ano 
supplies had to be dropped to them trom shuttles 
flying overneads 


The battle for the mansion was the flercest inthe 
whole bloody campaign, with Lean's men makirg 
the Chaos Marines pay with blood and pain fr 
‘every inch of ground they advanced. Thanks to 
excellent training and discioline, the heavy 
artilery. was sill able to lay devastating 
bombardments on the enemy, Sometimes ther 
salvoes taling within ‘ity yards of their own 
tro09s. yet amonast all the confusion of the thick 
jungle’ and massive explosions, not a singe 
Cacian was lost to ienaly fre. Soon the Alpha 
Legion were into the mansion itself and the two 
forces began bitter room-to-room fighting The 
‘mansion complex covered nearly two squate 
miles and was up 10 {ve stones high at some 

ed steadily further inwards, Lean's regiment was on te 

\verae of boina wioed out ~ after another weok and a halt of fiahtina 

Only two and a half companies could be mustered. It was then tha 

Lean delivered his counter-punch, 


The heavy tank company which had remained hidden from the 
Trace for Ure Usain Ofte Tg ing, rade into te rea ofthe 
Alpha Legion's ranks, Their big guns lied high explosive shels ino 
the mansion itself, owing up halls and chambers and crushing the 
Marines inside, The anillery then lent its fre to the attack too, as 
Len puted Io rive fort We Daan ies ve tight te Ope 
Ridge For eight hours the crushing aflack continued; tis sald ta 
‘early 5.000 shells and rockets ware fired into the mansion, leavirg 

a buming. shatlered wreck and burying nearly two hundtec 
renegades, The heavy tanks finished off the few survivors, rumbing 
‘over the debris of the mansion, the roar of heavy bovters and bate 
‘cannons filing the air continuously, 


When further regiments trom Cadia. Gorin V and Linnarberg arrived 
In the Cobalt Valley they found a blasted wastoland. Nearly tte 
entirety of the Emperor's Hounds had been killed, and over thee 
quarters of those left were wounded, Colonel Lean was awardet 
the Taran | aural for his nav in tha hata and tha XXIl warn vated 
from active service, allowed to accompany the Explorator fleets and 
colonize a new world ~ such honor is oniy usually bestowed ona 
regiment after ten years of fighting, whilst this was Leans 
fiat campaign 


THE BATTLE OF THE BROADSWORD 


One of the Talla’ most famous vitories in a large engageme:t 


‘was during the Chaemos Rebalion of the lata 35th Milannium. Ore 
of Chaemos's Lords, Duke Mormant, had overthrown the right 
Imperial commander, With Tallar locatad only ten ight years for | 


Chaemos, it was unsurprising that the bulk of the imperil 
retnbutter force aent to quell Duke Mormant’s upnaing eae tom 
there, Six ull Tallar regiments wore sent to eradicate the forces 
the usurpar Duke, combined with three Chaamosian Royal Guars 
togiments that remained loyal to the 


Duke Mormant wanted to demonstrate 
his total rule of Chaemos and gathered 
his forces, some 30,000 men, upon the 
plains west of the captal of Chaemos 
Amongst this number were several 
dozen large ariliery guns, which tar 
outmatched anything the Tallarns 
Could bring. However, the Tallaens dd 
have a sizeable force of Rough Riders, 
iving them a distinct advantage over 
the infantry arraved belore them. The 
battlefield Mormant chose was the 
(ground between the confluence of two 
fivers, known locally as the 
Broadsword due 10 its lon. pointed 
shape. For a whole day tho armies 
marched to their chosen position, no 


—————— 


more than a mile from each other and in pla 
t their foes, That night the campfires bla 
tongue of dry land and the picket 


that it would be Eldar grav 


would 


‘Akkir count over ‘see the outl halt a dozen Eldar 
formations piecemeal. At the same time, his 3.000 yack staff car, the Gravadiggars set off down the 
Rough Riders encircled the Chaemosi slope. They ware barely two hundred yards from 
Bete nree tac ea ae as Lurene shouted the order for a full speed attack 
avairy then smashed info the rear of the andthe Chimeras’ encenes roared into life, hurting 
ie oh Ries ara voles Sia ee oe oe rece 


rors erections. ot both "As Madre Tallans began setting melta bombs to destroy the 
4 = _ remaining tanks, but as they moved between the ‘enemy |i ein 


matter of days the few remnants of Mormant's into life and litied off the ground. 
soel aitny wea eruraly slammed Oy, Bre The massive pulsar ‘top the superheavy tank 
sing Talame openod ire on the Tasers, deve 


well_as infantry, atilery 
ompanies, 


int car and directed the driver to s 
tunder the Scorpion. As the 

inuous flash of the 
With a. stran 


jgimants to Include one or more patrol 

companies (sometimes referred to as recon 
range compares). T 
formation 


id be seen was: SERT 
vehicle's pine heavy 
owness, the. Scorpion 
jong one side. AS it crashed into the 


dy. Tallam floor. Lurenz and his driver raced trom th 
re having gr ny dealing ds of smoke and dust. Their mission 
with the speed and flexibility of the aliens 1 the re leapt ino. thelr 
and by the time they mustered thei for Chimeras’ and sped off, Ieaving only Vermin Brown, 
respond to an attack. they amved too lala. It ymber dean Scorched Brown, 
Lurenz who took the Armored Fist squads Space Wolves Groy 
the other Companies and asked the _Lurenz’s continued attacks seriou 


Tech Priests to strip down the armor on their the Eldar army, forcing them 10 keep units in 
Chimeras. This gave Lurend’s raiders a transport’ reserve 10 combat his rampaging patrols, This 

er vehicles had a tendency the main battles and in the end 1 
dow sand flows), but which st bers proved decisive. Since Holon 
owerlul armament. Many of the athe Patrol Company of xv! 
ne skeletal appoarar 


ad e 
td 


‘Scorched Brown, 
Bleached Bone 


Vort Brown & 
‘Skul! White mix. 
‘Bestia! Brown 


Vermin Brown 
‘ee Bive 


able to sub 
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Cchaoe Bisck 
Fortress Grey 


ronress wrey 
Scorched Brown, 
‘Chaos Biack 


chaos Black 
Scorched Brown. 
Fortress Grey 


Chaos Bivck 
‘Skull White 


Conversions in a Bo 


Conversions always make your toy soldiers 
stand out from the crowd, They add that litle 
touch that makes them uniquely youre Blut 
you have to have the right tools for the job. 


Well look no further than the Hobby Pack 
Modeling Kit for your modeling tool needs. 
Inside the box you'll get all the essential tools 
you need not only for conversions, but also for 
making each of your troops look their best by 
getting them ready to be painted. No self 
respecting modeler should be without any of 
these necessities! 


Remove plas bits from 


sprue witout trating 
ho targer meta ts om 
brand new modus, 


neh 
holes for pinning. proces 
a large made together 


fer desing sma 


6-Inch Ruler 
Sooner ot later voure 

0 have to measure 
Something. You can also use 
thi as a straightedge with the 
hobby kia ocx straight bow 


Look for the Hobby Pack at a 
Figs Trader store near you! 


Games Workshop Hobby Center or 


I must say, Lenjoy reading and secing 
the pictures of the many events 
Games Workshop docs. Such as 
Minion Temnn, Games Tay and 
wide events like Hunt for the 
must admit, 1 missed being 
most of these events. simply 
Besause Lovurk fOr living rd 1 
Being a 25 year old female out of 
school i no picnic. Anywho, these 
events led me to thinking. We are all 
aware of such events as Harley 
Davidson's Cross Country events, 
March of Dimes, Cancer Awareness, 
and other events. With the numher 
of gamers which crn out tw the 
Games Workshop events cach year, 


was thinking it would be cool to do 
something like that each year. Part of 
the fee we pay to enter could go to 
research for a cure for Cancer, MS, or 
‘other illnesses 


Well, thar is something to think 
“about. I like the idea, and think ito 
bbe cool, What do you think? 


Sigmarite Matriarch, 
Elizabeth 


What do we dink? We think t's a 
‘great idea! Sometimes the obvious 
ust needs to be pointed out. Out of 
‘all the events we have done it bas 
inover really occurred to us to run a 
Tournament strictly for chartty 

Actually when Games Workshop 
puts on an event, we aren't really 
‘ying to make money (heck, if we 
break even we can keep the 
accountants bappy!), and the idea 
of putting on something for charity 
‘as really made some eyebrows 
raise! The real point is to have fun 
and grow the bobby, and if we could 
contribute to a worthy cause at the 
same time we'd feel even better 
‘about W!!t As soon as the Promotions 
boys finish planning the next batch 


This is the chance to have a say on the topics 
that you're passionate about ~ be they gaming, 
painting. other gamers, White Dwarf, or Games 
Workshop's ganies. All you have to do is drop us 
a line at the address on the bottom of the page. 


of Grand Tournaments we 

will try to put more thought 
into what we want to do. Maybe 
ten tying the event ins with the 
Battle Bunker (see the news pages 
for more info) bere at GW HQ! 
Thanks for your kind thoughts! 


WE WANT SQUATS#!? 


Sorry, I just assumed this was how 
moat people have been scacting 
since the Squats were dropped from 
the 40K universe. This race was the 
reason I joined the Games Workshop 
family in the first place. If wasn't so 
impatient back in mid-2nd edition 
and started collecting my second 
choice army (Space Marines), 1 
would have quickly lost interest and. 
never became the obsessed freak 
‘over the game that I am today. 


‘The history and characteristics of the 
Squats are interesting and unique in 
the 40K universe. In the 2nd edition 
rules they were a mix of Orks, 
Imperial Guard, and Space 
‘Marines...with a grudge! The honor, 
toughness, and excellent weaponry 
(1 would have loved to see a Mole 
Mortar in action) were the big draws 
to this underappreciated army. Also, 
something very cool about the whole 
40K universe was the fact that it was 
a scifi mirror of the Fantasy world. 
Nearly every race from Fantasy had 
ts high-tech cousins represented in 
the “far, distant future”, and that's 
how the people liked it! Would you 
even consider robbing the Fantasy 
world of Dwarfs, with their 
wonderful weapons and bittersweet 
rivalry with the Elves? I don’t think 
so! Nor should we players of 
‘Warhammer 40K have to do without. 
Just the humble opinion of one 
edicated fan. 


Tim Gutierrez 


Would you believe they were all 
eaten by the Tyranid invasion? Or, 


due to the Squats biker life style, 
everyone of them was arrested for 
disturbing the peace and sacrificed 
{0 the emperor. Weere do you rink 
they get all those souls anyway? All 
kidding aside, it doesn't seem likely 
the Squats will ever again see the 
light of day. When they were out 
they never seemed very popular, 
showed up at our stores, or 

jurneaments, cant didn't sei on op 
of all that. Their look was really 
outdated compared to the bundreds 
of other great Warhammer 40,000 
‘models. Don't send us bate mail, 
just the cold bard facts of the 
4st millennium. 


Dear White Dwarf, 


Help! My poor Ork army seems in 
dire need of aid, Tve been playing, 
against an Eldar player who uses two 
Wraithlords and an Avatar to 
spearhead his army. My shooting can 
barely scratch the Wraithlord (Dat 
Orky shootyness just ain't gonna do 
i) and in hand-to-hand the 
Wraithlord and Avatar (aka: Da Orky 
blenders) turn my army into a thick 
ren Orky milkshake, Any idea's? 


Eric Krofechak 
Cedar Grove, NJ 


We pur our collective beads together 
(and what bandsome heads they 
are) to belp you crush your cbessy 
Opponent and this is what we came 
up with, Buy a battery of 3 Zzap 
Guns and that should take care of 
your Wrattblord problem. The gun 
‘automatically bits any single model 
within 24 inches. As for that pesky 
Avatar, bow about any looted 
vebicle or a squad of lootas decked 
out as a@ Devastator Squad or 
Imperial Guard Anti-tank Squad. 
Knowledge ts power, now kick bis 
butt! TH next month, keep having 
un and sending those letters! 


‘Want to send a letter to the Mailbox? Write us at: Games Workshop, Atin: White Dwarf Staff, 6721 Baymeadow Drives 
Gien Burnie, MD 21060, Or, Send us some emai} at WhiteD@ pames-workshop.com, but remember to give us permission to 
print yourgmails. We can’t use them if you forget! 


A respectful response to Inquisitor Malaketh’s treatise 
“The maintenance of purity and sanity 
amongst ship crews.” 
By the hand of Fleet Admiral Vox-Camard, 


commander of battlegroup ‘Vigilance’ al 
Zoraith Sector, Segmentum Obscurus 


I4th of Merethiel, IR 11,892 


irs, 1 read with interest the 
recently circulate 
Inquisitor Mal 


wrt of 
eth, on his 


experiences relating to the 
corruption and infestation of cig 
crews, and the likelihood of sai 


baneful infli spreading t0 a 
vessel's ports of call. While I am al 
in favor of the requisite 
purifications and exorcisms of 


rubra 


taken with 


alacrity and perseverance, 1 find 
that 1 must set forth a counter: 


and so forth being 


argument as 40 the use of landing 
ya 

shipmen leaving the vessel at certain 
times. Tempring as itis to entertain 
the noble Inqui 
simply welding the hatches shut 


ies and the strict necessity of 


once the crew are aboard, 1 fear thi 
commendably airtight solution 
stands somewhat short of reality 


Imperi 


common 


Navy landing parties are 


3s the Imperium 


Indeed to some isolated worlds they 


represent the only tangible proof of 
the continuing rule of the Eny 


of Mankind from one decade to the 
next. In this alone the Tnrerial 

Navy performs an invaluable role 
on belialf of the Adeptus Terra — 


that of demonstrating the 


continuing power of His Divine 


Majesty across the stars. Who ele 


Adanding party from the Cardinal Boras takes the ight 10 the deviats of Tokur 9 


so worlds of Mankind’s Benefice 


vith any regularity? The Adeptus 
Ardites on thcir investigative 
patrols? The Inquisitorial Black 
‘Ships coming once in a generation? 
No, even the most isola 
recognizes that when the 
shipestar appears in the n 
the servants of the Emperor 
will come. 


 anchorite 


Apart from the obvious benefits of 
‘maintaining the Pas Imys 
fanding parties may also be 
dispatched to provide assis 
tary governor, On tie 
Captain's cognizance, bodies of 
Ratings and Tech Priests may be 
dispatched eitier ro render technical 


ance 10 a 


and engincering expertise (often 
sadly acking in the fringe worlds) 
or to provide extra armed forces in 
an emenyency. Though the noble 
Ingadstsor & deprevaainy of the 
validity of such Bodies, ir showlil be 
remembered that the crew of a 
capital ship is substantial (rypicaly 
in excess of ten thousand souls) and 
on.a sparsely populated world a few 
funadred armed shipmen ean make 
a eritical difference. The armored 
itourelaites commaiity shy 
landing parties are all but 
impervious 19 primitive weapons 
nd they are well-armed with 
shotguns, shock-mauls, and shag 
throwers. Adimittediy these weapons 
are generatly short range ural v 
Aimited power bus 
more commonly enployed in 
lanctary conflicts are restricted to 
se by officers aboard ships, due to 
the fire risks inherent in using 
enenyy weapons. 


inser weapons 


If heavy hand-to-hand or siege 
combat is expected, the party can 
alo incfude a number of las-cutters 
yrhase field generators, and fusion 

m from the vessel's 
machine shops. While many of these 
tool are awkward and heavy 1 
wield, their effect at close quarters is 
devastating (this sas ably 


torches dra 


demonstrated in the recent siege of 
Majornus, when three maniples of 
shipmen repelled a doz 


traitor forces). The junior officer 


on attacks by 


commanding the party also has the 
facility 10 petition for direct gunfire 
support from their parent vessel 
vith a deal more accuracy than 
planet dweller!) or 
iomounted tertiary 
weaponry such as plasma projectors 
or las-nets for emplacement, While 
it is true thar (anding parties lack 
specific combat rraiing for 
planetary fighting, they more than 
compensate for this through sheer 
sdererminaion ant a 6ivodiy-mindect 
refusal to let doven the prow 
traditions of the Imperial Navy. 


your averig 


bring down 


The most telling faire of the noble 
D 

apprestaston of 
using landing parties t0 gain 
resupply. A typical warship 
undertaking patrol activities will 
require additional intakes of 
foodstuffs, reaction mass, anud 
replacement crewmen, every fi 
sie weeks subjective time, True, this 
can be extended for wp to 1 year bry 
imposing the most austere 
conditions and accepting the 
lowering of efficiency due 10 crew 
fatalities. However any form of 
combat is liable t0 incur additional 
casuatites ehicli moos be maule youut 
t0 ensure continued operation. Mast 
commonly Navy personnel only 
‘make planetfall to restock their ship 
by recruiting new crew members or 
collecting provisions, This can be a 
risky business, for while most 
populations are 
fiyyry ive ws mene anal suppres 
for the Emperor's Navy, others have 
10 be reminded of their duties with 
appropriate measures 


pisivor’s text is in its lack of 


necessisies vf 


to 


autochithono 


captain takes sendi 
srrecious shin 4 
lightly. Al 00 often hostile 
Lifeforms or treacherous natives 


try to take their toll, and if things 
go wrong the li 
stranded far from help and may 

fave 10 fe abandoned to their fare 


Ang party will be 


This unfortunate circumstance was 
visited most famously upon a. yarny 
from the Bellerophon, who were 
marooned on the fourth moon of 
Hornsbungh I11 when a renegaute 
cruiser surprised and crippled their 
parent vessel, forcing it 0 
disengage, In a commendable sh 
of spacemanship, Second Lieutenu 
Muller navigated the party's tiny 
shuttle t0 an abandoned 
the more hespirable world of 
Hornséungh tt, Thie party were 
cred some three years later 
having last just four of their 
number 


tyost on 


To summarize then, Naval landing 
4 rumber of 


able duties. To 
_prevent them functioning as befits 
tradition is 10 deny the ship its 
Aifebilood ant tie Imperium its only 
presence om sncounted work 
While rigorous purity testing of 
returning shiyrn 
needs to be undertaken with 
sundimmed vigilance, the necessity of 
their functions must preclude any 
abandonment of tir activities, 


of new recruits 


Yours in Faith 


Vor(anant 


Fleet Admiral Vox-Canard. 


WAAAGH! FLEET GORBAG 


Andy Chambers’ very own rust-bucket Ork fleet 


In true Orky fashion Waaagh! Fleet Gorbag was assembled out of a lot of bits and pieces 
Several ships were built as concept models during the development of Battlefleet Gothic, 
before the inimitable Dave Andrews started creating the wonderful Orky ships that we now 
know and love. Let’s take-a little tour around the space dock. 


Da Klaw, 
Da Tusha, 

Deep Woun: 
Gork’s Grin 

These are later additions 
Jinisibedt v 

Klaw is my favorite 
Terror sbip) which was 


tail are draniing ping, 1 don't really consider any 
se ships completely fnished ~1 keep meaning t 


Gunboyz 
A flight of Savage 

moments of vlan 

Isom of a 

puarticulurty prized by me as the 
‘proper’ Ork attack ships in my fs 


Rambuy 
These Brute ram ships would b 


Painting Da Fleet 
metal color and used brighter co F ‘in 
fuurrets. etc. The escort ships 10 small for this 
to work well talthosuel this scheme on the 
Tatostacldivions~ the fir i Savages) bence 

the strong c 

constantly ro 


use the escorts ou which sau 


Boomboyz, 
ve experimen the Orb 
case, Onels on style ships we 
scratcb-buili as concept models, ale Ork spevdatas. I 
Blasters ure the mew sb -h ales more cliversty 
Arrers, Stickas, Stabbers 

scrttch-bualt, concept motels, in this case for the Ravager aid 
Sips Ror Wie, Reveag sccm: fo work sell tm sina! sgsaations 
OF three. They bold on to their torpedoes for slong as possible an 
ben launch at point blank range because, tong Orks, they se 
untibely to successfully reload. 


The RokS 


GOTHIC’. 


4 WOLECLAW No: 


A) NOVELS fiz 


(80! SPACE WOLF by William King 


‘The planet of Fenris is a death world, a world of fire and ice where 
only the strongest, bravest, and fiercest survive. It is home to 
barbarous warrior tribes who eke out an existence, battling vicious 
Sea monsters and surviving the apocalyptic climate changes. It is 
also the home world of the Space Wolves, the most savage of the 
Emperor's Space Marines. Each and every Space Wolves Space 
Marine is born of this hostile world; for them, there are tew 
places in the universe that hold any terror. Space Wolf begins 
the saga of Ragnar of Fenris, a young warrior whose destiny 
fies amongst the far-vistant, war-ravaged stars uf the galaxy. 


OUMLAOLE DECEMBER P105 $4.25 CON, $2.95 US 
ea aaa 


\OREGREAT 
WARHAMMER & 
WARHAMMER 
40,000 NOVELS 
FROM WITHIN 
THE PORTALS 
OF THE BLACK 

LIBRARY: 


OF TERROR 


Available in all good bookshops, price $4.25 CDN, $2.95 US 


y 
Pop TO\REASONSWiny YouRSHoULD CaLt MaiL ORDER 

+ Tie Mail Order phope lines are even days aweeksincluding most holidays. 

* Mail Orderan get you any Carlene geines, ; boxed sets, and blisters. 

= Mail Order can provide you any individial tite ayo need for converting and 


customizing your own army. 


* Mail Order can take you movanelll sa il the exciting upcoming releases. 


* Mail Order is the only (place ox ands on the awesome 


TROLL magazine? 
* Mail Order always has ‘many. biting déals\and special offers to take advantage of. 


+ Mail Order can hook you up! \@. subscription to any of your favorite Games 
Workshop publicationS suebyasWbite Dwarf, Citadel Journal, Warhammer 
Monthly, and Inferno. 


* Mail Order can ship your order right away so you'll usually receive it within 2-3 
day ssim.the U.S. and 2-5 days to most of Canada. 


Mail Ordor Roolz Boyz will happily answer any of your gamiib questions 


perc 'Béyz can also give you advicejon tactics and rom buifajthat 
‘sovyou can crush your enemigs. 


a... AT ALD. ost GIVE US AAU 


a +l 
kg on 
NN) 


U.S. MAIL ORDER) ANADIAN MAIL ORDER 
1-800-394-GAMB9868-GW-TROLL 


FAX#: 410-590-6700 FAX#: 905-795-2961 
9 a.m. to Midnight Monday to Friday 9 a.m. to Midnight 
Seven days a week! Saturday & Sunday 10 a.m. to 8 p.m. 
6721 Baymoadow Drive 1645 Bonhill Road, Unit 11 
Glen Burnie, Maryland 21060-6401 Mississauga, Ontario LST 1R3 


Or order online: 


WWW.GAMES-WORKSHOP.COM 


LORD SOLAR 
MACHARIU: 


IMPERIAL GUARD 
LIEUTENANTS 


CaxTacHAN MeLTAGUN 
UEUTENANT EUTENANT LIEUTENANT 


meanest, toughest Imperial 
Guard fighting unit this side of 


to assign this oli 
GREASE MONKEY FINGERS HERO to your battlezone. 
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rennet wana ta seat 
sasupearicon—saasugeuzscon sasumetrscon 
sapere re sem cuano rane 
stesso simussnee con ai 


{UPERUAL QUAM TANK IMPERIAL TAN SENTINEL PLOT (BACK ACK 
co s20 U9 s300con naan 


TURRET SANOBAGS 


BASLISKTAN BASILISK TANK $200 US $309 CON 
CHEW t ‘CREW? I 
91255 6475 CON 9125S 6475 CON 


“ARMOR PLATE 


— = Law 
fener OTE, $2.00 Ua 62.00 COP 00 U8 $3 


IMPERIAL TANK STOWAGE 2 MPERIALTANK STOWAGE3 


tt 


$29.99 US 
$48.00 CDN, 


ewan russ 9] 7 $50.00 CON Doned Set ae 
XTERMINATOR > 


@ U.S, MAIL ORDER 1-800-394-GAME @& CAN. MAIL ORDER 1-888-GW-TROLL & 


VJ Jordbetm, City ofthe 
Damned.a terrible 

place of nightmarish ruins where 

death awaits in every shadow. Here bard-bitten warriors stalk 


through the crumbling palaces and twisting streets, fighting, and 
‘dying for the promise of riches and fame, 


srarch — Sigmarite Augur 


Diana pessnae Git Sent 


EON 


the 


1 
| 
| 
h —— Buildin, = 


$32.99 US 
$55.00 CDN 
ered Set 
REE opepleg 
iles and background you need to, BLOOD ANGEL 
eS moon AN 
DREADNOUGHT 


$14.99 US 


$20.00 CDN 
Book 


CODEX DARK ANGELS & 
CODEX BLOOD ANGELS 


- y 


‘59.99 US “#.t 
$12.00 CDN 


Book 


BUILD YOUR OWN SPACE MARINE DREADNOUGHT 


Marine Drosdravghis ar awesome ightng machines controled bya Space Marine 
warrior who has. ily wounded in battle. Ils 2 great Nonor to be intorred into a 
Treeanguah ee the waror ean contin fo ht the Emer’ foes for centuries of even 
Iriliennta Every Spece Marine Chapter 

tra weapon mix tha e unique ¥ thet particular Chap 
‘This in your chance to build your own Space Marine Dreadnought. We will supply the 
standard body and you can choose the sarcophagus, weapon arms, and banner poles, 


$32.99 US 


‘rnd many Tecnmarines refit them 


LEFT ARM WEAPONS . 
ode 


iGHT ARM 
WEAPONS 
ad 
i 
Sac ann onEAonOUO POWER 
Pe ANGORR A TOI 


\GULTEMELTA 890 U8 B00 20H 


et 
elit 
ie 


————_- 
{i909 anas.s pReaDnovaH 


coDex onEACNOUGHT 
A, panier rove an00 Us 200 con 


e— “_ 


“Space wouves onEADNOUGHT 
‘BANNER POLE $2.0 UB 53.00 CON 
noons 


me 


DARK ANGELS OREADNOUGHT 
are 90 US $3.00 CON 


OpEX DREADNOUNT 


08 88.09 CON 


‘skmcOPHAGUS 38.00 UB s200c0% | 


DARK ANGELS OREADNOU 


‘@ WWW.GAMES-WORKSHOP.COM & WWW.GAMES-WORKSHOP.COM & 


19 ly $9.00 US $2 
hat other advanced orders and special of 


De ke, $7.49 US 
> 


$10,00 CDN 
Ww \ 


$12.49 US. 
816.00 CDN 


$175.00 US = 
$235.00 CDN 
Boxed Set 


CITADEL COLOUR 
MEGA PAINT SET 


f U.S. MAIL ORDER 1-800-394-GAME ZH CAN. MAIL ORDER 1-888-GW-TROLL & 


Games Workshop's 
professional fanzine 
featuring gaming ideas 
for gamers by gamers 


Great tales of fanta: 
adventure unfold in your 
hands with Inferno! 


SUBSCRIPTIONS SUBSCRIPTIONS 


IN THE STATES: IN THE STATES: IN THE STATES: 
12 Issues for $30.00 6 Issues for $40.00 6 Issues for $35.00 
24 Issues for $55.00 12 Issues for $75.00 12 Issues for $65.00 


IN CANAD: IN CANADA: IN CANADA: 
12 Issues for $42.50 Issues for $50.00 6 Issues for $55.00 


SUBSCRIPTIONS 


WRN 
Nn i 
kil eA 


wont 


SPECIAL SUBSCMIPTION DEAL! 


os You can subscribe to all the Black 
= as Library magazines for $105.00 US 
$147.50 CDN and receive a brand 
r new regimental boxed set of your 
S choice for either 40K or Fantasy as 
~7? your FREE gitt! 
Weeltsrss 
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TIRED OF ENDLESS LINES? 
Need to find the perfect gift for that special 
someone, but you're not quite sure what to 
get for them? Even if all you know is that 
he likes small green guys, or vile bug-like 
creatures, our Mail Order Trollz can 
help you fill in the gaps helping you 
find the gift that'll make the holidays 
memorable. All you have to do is pick 
up the phone and we'll do the rest. 


Ho! Ho! Hal 


Open 9 am to 12 midnight Mon. - Fri. Open 9 am to 12 midnight 
Seven days a week! Sat. & Sun. Open 10 am to 8 pm 


When ordering Wom 

the U.S. Mail Order 

the prices below are 
in U.S. dollars. 


When ordering from 
the Canadian Mail 
Order the prices 
below are in 
Canadian dollars. 
Check out these great savings! 
*$150t0 $199 $9.00 Additional FREE Stuf 
*$200 to $249 $14.00 Additional FREE Stuff 
*SZ0U TO $299 $20.00 AdamOnal FHEE Stult 
* $900 to $349 $27.00 Additional FREE Stuf! 
f° S38U.and up $3.00 Acatonal FHEE Sut 
Inaddition, on all orders $350 or 
more, you'll receive FREE 
shipping and handling. What 


jj better way to have your gifts 
\{__ sent to you! 


Get those /s 
orders out 
da door! 


( 
/ 


This one’s 
7 burnin’ hat! 


The Mail Order Trollz gct so crazy about how 
many orders they have to fill that they sometimes 
throw in extra stuff without even realizing it! 
This is your chance to take care of some big 
savings. If you're not ordering enough to take 
advantage of these awesome deals, then get a 
group of your friends together and place one 
gigantic order! All in time for Christmas! 


. MAIL ORDER 1-800-394-GAME Z CAN. MAIL ORDER 1-888-GW-TRO! 
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wy MAIL ONDER FORM 


ToTaL 


= I Ic 

ToTAL| 

UNITED STATES CANADIAN su scsorse 

MAIL ORDER MAIL ORDER = wisi wou 

6721 Baymeadow Drive 1645 Bonhill Road, Unit 11 "SRN He 

Glen Burnie, Maryland 21060-6401 Mississauga, Ontario LST 1R3 ROR 
[==] 


T U.S. MAIL ORDER 1-800-394-GAME TH CAN, MAIL ORDER 1-888-GW-TROLL 7 


Wit Ch | Invites You toa Reach Your Hand Into 


Leta SANTA 


ARF’S 


QS Sack Or GOODIES 


Once again the holidays are just around the comer, and the White Dwarf 
is getting into the spirit of the season with the ever-so-generous Santa 
Dwart's Sack of Goodies Holiday Deal! Subscribe today and not 

» only will you receive 12 issues of the Games Workshop hobby 
magazine, filled to bursting each month with the good stuff every 

hard core GW enthusiast needs to know, but you'll also receive 

your choice of 1 of the Citade! Miniatures boxed sets from the list 
below, or any 2 of the boxed sets listed in bold type. We've even 


snuck in a few of the guys who are 
in blisters now, but used to come in 
a box. So if you've had any excus- 
‘e6 about subscribing in the past, for- 
get about ‘em! Fill out the form and 
pick your gifts out of the sack, 
‘and be sure to let Santa Dwarf 
know you've been really, really 
good this year! 


Complete the ve 
‘mail with payment to 


Games Workshop Mail Order 
6721 Baymeadow Drive 
Glen Burnie, MD 
21060-6401 


Or phone your onder i 
p 


1-800-394-GAME 


Complete 
‘mail with payment te 
Games Worksnop Mail Order 
1645 Bonhill Road - Unit 11 
Mississauga, ON 
LST 1R3 


Or phone your onder 


1-888-GW-TROLL 


‘SANTA DWARF'S SACK OF GOODIES SUBSCRIPTION DEAL! 


A would ike to subscribe to White Dwart tor 1 year for $50 US or $85 CON. And have solace the 


|fecene) edie ase 
3 


aol 


Wanond raderts add 6% aules tn 
[Canadian residents 28d GSTST Mantoba and Qunbec residents 234 PST 


Form of Payment: (please cele one choice) Check, Money Order, Master Card, Visa, (U.S. Only:American Express, Discover) 


Cardholder's Name: Cardholder's Signature 
Name: 
Address 


e Number Home: 


ae 


Tria el fb aoe 


WARHAMMER 
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